U ULTIMATE TEPC Ag; FOR THE NEW ы 


Carrier Strike Fighter 


Revolutionary new 
flight sim revealed! 


„79 
Starcraft, The smash hit RPG 
Motorhead a a Pa 
- Ed Hunter explodes onto the РЬ! 
Fifth Element 
‘Redline Racer | | | 
-- Battlespire A new dawn for the 
= Half-Life shoot-em-up genre! 


War Breeds 


- Air Warrior Ill | Tp “п 
Journeyman Project з lia р 


Sega Touring Gar Championship | 
. and many, many тоге! Mapped players quide 


RAPIDE PUBLISHING ^ш. 
VOLUME ONE | ISSUE TWO | ^ 


$6.95US $7.95CAN 


o^ 14302 | 


со 
oO 


ULTIMATE PE 


It’s good to be back. We're only on our second. 
issue of Ultimate PG, but it feels like so much 
longer, aS SO much has been going on over the 
past couple of months. If you bought issue one 
[thanks] and liked it, you'll be glad to hear that 
we've got even more to offer this time around 
with some excellent previews and reviews. Our 
visit to Interactive Magic enabled us to uncover 
a couple of new key titles from the company 
and we've brought you exclusive previews of 
both iF/A-18E Carrier Strike Fighter and 
Theocracy. Activision’s Sin is also revealed as 
well as Final Fantasy Vil which was a hit on the 
PlayStation and is soon to be ported over to the 
PC. Sierra’s first person shoot-’em-up Half-Life 
and the game based on the film, Fifth Element 
are also under the spotlight. 


On the review side of things, we put Air 
Warrior Ill, Ultimate Race Pro, Warbreeds 
and Flight Unlimited 2 through their paces, 

as well as evaluate a string of other hot, 

and not so hot games. 


However, besides the hordes of reviews and 

previews, those who spend their dollars on 

Quake Il will по doubt be excited about the 

first half of our fully mapped soultion to the 

game. That’s right, the team has been hard 

at work to provide a solution to one of the 
biggest games of '97. 


Until next month... 
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Clone Arrangers 


We take a look at spaceship sims from Elite to I War 


Starcraft 
Armour Command 
Motorhead 

Ed Hunter 

Plane Crazy 

Fifth Element 

Sin 

Redline Racer 


Die By The Sword 


Has Interplay's new slash’- 
em-up got what it takes? 


Powerboat 


High speed racing takes to the 
water. But will it stay afloat? 


Dark Omen 


More strategy games, this time 
with an anticipated sequel 


Fox Sports Golf 2 


Only the best golf games succeed. 


Will this one manage it? 


Battlespire 


A new fantasy role-playing game 


Warbreeds 
We take a look at Red Orb's 
spanking new strategy game 


Flight Unlimited 11 


Find out how Eidos' flight sequel 
compares to the popular original 


Sega Touring Car 


It seems as though Sega need to 
start from scratch with this racer 


урке 


газ 


Hollywood On Disk 


A look at the titles that will hit big this year 


SHOWCASE 


Journeyman 
Project 3 


It's one of those games which 
you'll either love or hate 


Lula 


Big-breasted babes and sexy 
scenes make Lula. Interested? 


Air Warrior Ill 


Have I-Magic made their third 
Air Warrior game worth buying? 


Ultim@te Race Pre 


Fast furious race action in 
Mircroprose's cool new sim 


Addiction Pinball 


The Worms return again, this 
time on a pinball table! 


F/A 18 Karea 


Has this new flight sim got 
what it takes to stand out? 


Last Bronx 


Beat'-em-up action continues 
with Sega's Last Bronx 


Hegulars 


On Your CD 


It's time to boot up your computer and pop in your 


Uutimate CD. This month there's over ten playable demos 


Front Lines 


Interested in what's new in the PC gaming world? If so, check 


out Front Lines for the latest details 


On the Drawing Board 


Cendant get the treatment this month as we take a look at a 


selection of their forthcoming titles for '98 


First Sightings 


iF/A-18E Carrier Strike Fighter 77 It’s Interactive 


Magic's latest attempt to stun flight simulator fans 


Final Fantasy Vil 77 The popular PlayStation game is to 


arrive on a PC near you. We see how it’s coming along P 


GP Legends — modern day Formula One games are all very 


well but how about a bit of nostalgia? Can't be bad! 


Previews 


This month we have plenty of previews lined up, one of which 


takes a look at Activision's Sin 


We take a detailed look at Sierra’s Half-Life 


Reviews 


You're thinking of buying a game but need some sound advice 


now Interactive, Mati a eveated their tatest, 4 
exclusively to MTAA PORWIT IEZ2-TSE L 


on the best purchase? Look no further, as we have plenty! 


Wired Gaming 


This month we find out which free online games are available. 
And boy, do we come up with a couple of corkers! SE Fly Instant Action Mission 


— diuo 


CyberSpace a = I" 35058 


People with access to the Web will no doubt be interested in —110 


visiting some PC gaming home pages 


Tips 


Quake ll - Part one of the mapped solution 


—5 


Next Month 


When you've read the magazine, find out what 


next month has in store 


€(—— 
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The Utrimate CD is 
optimized for 
machines with the 
following 
specifications: P75, 
Windows ‘95, 16 bit 
display, 16 MB RAM, 
sound card. 


More and more 
Windows ‘95 games 
now require DirectX, 
which is why we've 
stuck a version on the 
£D for anyone who 
hasn't already got it. 
To instal it on to 


your PC, simply select 1 


the DirectX 5 sub- 
directory and then 
follow the on-screen 
instructions, 

There ~ couldn't. 
be easier! 
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DEADLOCK 2: SHRINE WARS - 


Publisher: Accolade Release: Out Now Platform: Win 95 Controls: Mouse 


This futuristic turn-based strategy from Accolade hopes to beat contenders in the 

same genre. It's the sequel to Deadlock and continues where the original left off. 
Our demo lets you choose a single or multiplayer game of fifteen turns. The 

single player game puts you (humans) against your former allies and in the 


ARMORED 


mius нявы 


ОПИС. neo sar os sene —— D 


multiplayer option you can have either two or three people battling it out at 
once. So, if you have a friend to play against and have Network capabilities, 
you may want to try out this option. : 

1f you enjoy the demo, the full game features seven different worlds, 42 
scenarios and the option to build up to 40 different buildings. 


ЕВ рареѕ (8 


FORSAKEN 


Publisher: Acclaim Release: Out Soon Platform: Win 95 Contrals: N/A 


If there’s one game which looks to be a smash this year bring you the playable demo this month, but we'll have 
it's Acclaim's Forsaken. The game plays similar to Descent one ready for issue three. This rolling preview will show 
and involves moving around on futuristic bikes blasting off the amazing visuals which look to be beyond 
everything in sight. Unfortunately we haven't managed to all competition 


: УУ 


If you're after news on all the latest upcoming releases and want to know what's 
going to be hot and what's not, then you'll find it at the Front Line. 


Return to Arrakis 


n 1992 Westwood Studios released a revolutionary new 
game that was to influence gaming for years to come. 
That game was Dune 2 — the very first title to offer real-time 
strategy. Six years later Westwood and Virgin have announced that, 
in response to growing consumer demand, a sequel, Dune 2000, is 
now in development. Set for a spring release, the new game will 
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feature a control interface similar to that seen in Command and 
Conquer as well as new high-resolution graphics. All the old favorite 
units, such as the Sonic Tanks and Sardaukar will make a comeback, 
as well as the troop-devouring Sandworms! As with the original 
game, players will be able to represent either the House of Atreides, 
Ordos or Harkonnen as they battle for control of the valuable Spice. 

Aside from improved graphics, Dune 2000 will also offer fans 
of the original game their first chance to play against other 
humans via the Internet or a Local Area Network. Brett Sperry of 
Westwood commented, “Dune 2 is still very popular with our 
fans. We decided to update the classic and give Dune fans, for 
the first time ever, the experience of playing head-to-head. At 
the same time, we're giving players who are new to the game a 
chance to experience this fascinating world." 

Although the current trend in real-time strategy seems to be 
shifting more towards the more immersive first-person 
perspective games like Battlezone and Uprising, Dune 2000, with 
its top down view, is nevertheless destined to be a huge hit 
when it is released this spring. I 


Empire Team up With Talansoft 


The long standing relationship has been made 
between Empire Interactive and developers Talonsoft. 
The two have signed a deal that will see Empire 
publishing another three of Talonsoft's forthcoming 
games. Empire have now signed up Eastern Front 
Mission Pack 1 (how many will there be?), Western 
Front and Operational Art of War 1939-1955. 


М1 Tank Platoon ЇЇ 


ith the proposed merger with GT Interactive called 


off, Microprose will be looking to consolidate its 
position as one of the world's leading software publishers 
throughout 1998, starting with the eagerly-awaited release of 
M1 Tank Platoon II. 

The sequel to the 1989 smash-hit, M1 Tank Platoon II 
will constitute three main modes of play; single battle, 
campaign and multiplayer. In the single battle game players 
will be able to command a platoon of four M1 tanks and 
fight numerous historical and hypothetical engagements 
against a wide range of different opponents. Should they 


T Interactive have 

announced that a PC 
conversion of the arcade and N64 
hit, San Francisco Rush, is under 


development. The game will remain 
true to its earlier incarnations, with the gameplay concentrating 
on high speed action, rather than simulation. There'll be a number 
of cars for players to race when the game is finished towards the 
summer, as well as a collection of challenging tracks. Several 
different modes of play, including time trials, should ensure there's 
plenty within the game to keep race fans happy. 8 


PowerVR 3 to be Unveiled 


By the time you read this Videologic will have 


unveiled their powerful new range of 3D 
graphics cards based on their new PowerVR 3 
chipset. Although exact details about the new 
chipset are being kept secret for now, Videologic 
claim it can compete with 3DFX's Voodoo 2 on 


even terms where performance is concerned. 


Mace 


prefer, there's also a random battle generator which will 
provide a unique challenge every time. The dynamic structure 
of the campaign game (as well as several different theatres 
of war) should also guarantee plenty of challenges for the 
single player. For those that prefer to pit their wits and 
skills against those of other gamers, M1 Tank Platoon II's 
multiplayer options shouldn't disappoint. Up to four players 
can take charge of a tank each via a network, or two players 
can link-up directly through a modem or serial connection 
for some intense head-to-head action. 

With the original game's creator, Scott Spanburg, behind the 
project, M1 Tank Platoon II promises to follow its predecessor in 
establishing a new 
benchmark by which all 
other ground warfare 
simulations will be 
judged. With Novalogic's 
impressive M1 Abrams 
II already out on the 
battlefield though, it's 
certainly got some stiff 
competition. ш 


onda Superbike 
aimpions 


Hort 


nteractive Entertainment 


look to have a stunner 
on their hands in the shape of 
е Castrol Honda Superbike World 
A = Champions. As you can see from the 
screen grabs, the game looks absolutely breath-taking and if it’s got 
the gameplay to match then Electronic Arts’ Moto Racer could soon be 
relegated from pole position to the pits. The game offers players the 
chance to jump astride a Castrol Honda Superbike and compete 
against up to 23 computer-controlled opponents in a single race or a 
gruelling championship. For those who prefer to race against like- 
minded speed freaks, 
CHSWC also allows up 
to six human players 
to go wheel-to- 
wheel via a Local 
Area Network. 
CHSWC is due for 
release in April and 
we hope to have a 
full review in next 
month's magazine. 8i 
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Traditionally, beat-'em-ups have never fared too 
well on the PC, but that could all be about to 
change with the upcoming release of GT 
Interactive's Mace. The game is not about fists 
and feet but about weapon skills, with players 
able to wield all kinds of weapons from 


longstaffs to ball and chains. 


Populous: 
The Third 
Coming 

It's now long 
overdue, but 
Bullfrog's Populous: 
The Third Coming is 
finally nearing 
completion (okay, 
we've heard that 
one before, but it 
really is nearly 
there). This is the 
third title in 
Bullfrog’s popular 
God-sim series, 
although this latest 
instalment is a 
world apart from 
the original. Set 
within a 3D world, 
players must shape 
the environment to 
help their 
worshippers to 
thrive and then lead 
them into battle 
against those that 
worship false gods. 
Promising an 
intuitive control 
interface and some 
superb graphics, 
Populous: The Third 


Coming has ‘classic’ 


status written all 
over it and looks set 
to prove to the world 
that Bullfrog is still 
опе of the premier 
development outfits, 
eyen without 

the services of 

Peter Molyneux 


Castrol have done well to get 
in on the action, surely it 
should have been Honda first? 
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Area 51 

Ubisoft are rumoured to be working on a new title 
that's provisionally been titled Area 51. Untike the 
PlayStation game of the same name, players won't be a 
gung-ho marine sent in to wipe out aliens, instead 
they'll play an alien themselves. Players will have to 
find their way through dozens of expansive levels as 
they try to find a way out of the military base. 


Three Lions 
BMG are set to jump on the World Cup bandwagon 
with their own arcade football game. If you're 
wondering exactly what Three Lions has to do with 
football and think it sounds like a strange name, 
then you're not alone! BMG have named it after 
the three lions on the England football team 
emblem. US citizens may see it! 


Not content with their аі а range of 
flight simulators, Interactive Magic have revealed 
details on UltraFighters which instead of 
including aircraft of modern day will feature 
futuristic craft. However, it's not sent in space 
which is quite interesting. We'll bring you a more 


T 
I8 
With a flight model that's based on US Air Force data, Electronic Arts’ 
F-15 should offer flight sim fans a realistic feel of what it must be 
like to fly one of the world's top fighter planes. Developed by ftight 
sim experts Jane's, F-15 features a 3D virtual cockpit, Internet 
multiplayer support, several campaigns based on real conflicts and 
step-by-step tutorial missions to help ease beginners into the game. 
With some mouth-watering graphics to boot, F-15 looks an 
impressive title. We should have a review next month. 


vir 1 Tn to the Skies 
In 


f the numerous F22 flight sims haven't satiated your need for 

high altitude combat, then perhaps Virgin's F-16 Aggressor will. 
The game's big selling point is that it will run on anything from a PII 266 
right down to a P90 without any slow down in the game. One thing is 
missing from the game at the moment though - a multiplayer game. With 
the likes of Air Warrior III allowing for up to 120 human pilots in huge 
combat zones, it's hard to see F-16 Aggressor carving a niche for itself 
unless multiplayer support is added before the game is released. 8 


detailed preview next month. 


Codemasters’ Top Score with 
Brian Lara 


f all the cricketers in the world, Brian Lara, the current West Indian captain, 
must rank as one of the most famous. Having knocked England all around the 

ground on more than one occasion, he's up there as one of the best 

batsmen of all-time. No surprise then that Codemasters have signed 

him up to front their new PC cricket sim. Aptly titled Brian Lara 

Cricket, the game is due out in time for the start of the English 

county season and will field full motion captured animation 

(presumably taken from Brian Lara himself) and accurately 

modeled cricket stadiums from all around the world. Players 

will be able to perform a comprehensive range of batting 

strokes and employ all the different bowling styles as 

they take part in anything from limited overs matches 

to full five day tests. 

Having already charted notable success for 

Codemasters on the Megadrive in 1995 and 1996, 

the company will be hoping Brian Lara Cricket ‘98 

can now do the same for them on the PC. Having 

already impressed with Jonah Lomu Rugby, hopes 

are high that Codemasters will deliver a decent 

simulation to long suffering fans of the sport. Wi 


BATTLEZONE 


Publisher: Activision 


A ctivision look to have scored themselves a real winner in Battlezone. Developed in the States in- 
house, the game takes the real-time strategy genre into a new dimension. Rather than the top down 


view of most C&C-style games, Battlezone immerses players in the thick of the action through a first-person 


perspective. A wonderfully intuitive control interface, gorgeous graphics and demanding gameplay make this one 


of the most stunning titles we have seen. Ш 


Publisher: Electronic Arts 


S et in the Warhammer world. Electronic Arts’ Dark Omen is a compulsive real-time strategy game. Cast 
once again as Commander Morgan Bernhadt, players must lead dozens of troops into battle against 


hoards of rampaging Ores. Goblins and walking Undead. Amongst the game's selling points are a gripping plot 
which draws players into the game. superb 3D graphics and. perhaps most importantly, a considerate learning 


curve. Check out this month's reviews section for a full appraisal of this compelling title. Ш 


FOX SPORTS GOLF 2 


Publisher: Gremlin 


б remlin's Fex Sports range will undoubtedly grow in stature with the release of this accomplished golf 
simulation. Packed with different gameplay options and superbly designed courses, Fox Golf 2 sits at 


the top of the leaderboard as one of the best games of its kind. If you're into your golf and are after 3 detailed 


and realistic simulation of the sport, then this game comes heartily recommended. If you want to know more, 


you'll find a complete review of the game on page 70. Ш 
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Keen to establish their own football brand name, 
Virgin have announced that work is underway on 


both an arcade football game and a football 
management sim. VIVA World Manager and VIVA 
Soccer are Virgin's big hopes for breaking in to this 
lucrative market. We caught a sneak glimpse of the 
management sim and it's looking excellent. 


fae rende боб Ok deni 
Speedbail II? Futuristic sports games don't get much 
better than these two classic titles! GT Interactive 
will be hoping that Dead Ball Zone, developed by 
Rage Software, will be able to join these two in the 
all-time hall of fame when it is released in May. Just 
about anything goes in this violent sports game. 


шл Interactive have confirmed that a third 
instalment of their absorbing space strategy 
game is due to ship later this year. A highly 
complex game of exploration, colonisation and 
conquest, Stars 3 is designed for the 
accomplished strategy gamer. Hopefully we'll 
bring you more details soon. 


The Dawn of 
a New E fra? 


ake a trip back in time to an era when dinosaurs roamed 

the earth and Neanderthal man struggled against the 
elements in Virgin's forthcoming release, Dawn of War. Developed by 
Illusion Machines, this new real-time combat strategy title will put 
players in control of one of three different tribes whom they must 
guide through 30 mission-based levels. Players will start each game 
with just a tiny tribe made up of a small selection of individuals. 
Each of these tribesmen will have their own skills and attributes 


which players must successfully exploit if they want to overcome rival 


tribes. To expand their tribe players will have to build new structures, 
invent new 


technologies, manage 
their resources and 
encourage their 
populace to mate! To 
triumph on the 
battlefield players will 
also have to call on the 
power of the Gods. 


Wrecking C Grew Back 


on the Road! 


fter a considerable delay, Telstar's Wrecking 

Crew is now back on track and speeding its 
way towards a May release. The game was originally 
pencilled in for spring of last year, but it has taken 
the game’s developers, Quickdraw Developments, 
another ten months to finally realize their ambitious 
plans. Obviously owing a lot to the classic cartoon 
series, Wacky Races, Wrecking Crew features numerous 
different tracks set within sprawling city environments. 
Although there are obvious routes to follow on each 
track, there’s plenty of shortcuts to be found by those 
prepared to explore down every possible avenue. 

One of the reasons for Wrecking Crew's delay has 

been the refinement of the multiplayer game which now 


Dawn Of War, the cool new 
game from Virgin, brings 
real-time strategy into a 
new/old era with some 
thirty or so missions 
based in a primeval 
setting. All we can say is, 
look out Age Of Empires! 


Although we've yet to see much of Dawn of War, it's clear 
that the game has enormous potential. Set within a 3D 
environment, the game already looks superb, even though it’s not 
due until June. With up to eight players able to take part via a 
network, or the Internet, Dawn of War could be the hottest thing 
this summer (bar the World Cup obviously). 

If you want to know more about the game, check out Illusion 
Machines’ Web site at www.illusionmachines.com @ 


allows for up to eight players to take part in chaotic 


races. Each player is given the opportunity to arm 
themselves with bizarre ‘biological’ weapons such as 
chickens, pigs and even rottweiler dogs! Sounds like it 
could be fun! li 


Telstar’s snappy new title Wrecking Crew puts 
players in the driving seat of a number of 
Classy looking vehicles — what fun! 
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Activision have announced the release of a fifteen 
level mission pack to bolt onto Hexen II. The pack 


will be called Portal of Praevus — Praevus being 
the name of an evil wizard. The game takes place 
in a whole new continent, Tibet. There is a new 
character, a Demoness as well as the four 


Only a parsec since the release of Star Wars 
Monopoly, Hasbro Interactive announce the timely 
release of Monopoly World Cup. They have decided 
to give players both the standard property style 
game mode along with the new football features 
mode. The standard version replaces the city 
streets with World Cup inspired properties. 


Interactive Magic are broadening their game genre 
range, this time with a top-down racing game 
called Vangers. The wacky title sets to be 
different from anything seen before with a 
selection of wild cars, bizarre weapons and 
ferocious characters. We managed to get a sneak 
preview and it's coming along nicely! 


characters from the original Hexen II. 


Ocean go on the Piste! 


espite what some old-timers may say about it being nothing but a craze, snowboarding is 

growing in popularity with the passing of every winter. The success of Cool Boarders 2 on 
the PlayStation clearly highlights the sport’s growing appeal to gamers and Ocean will be looking to 
tap into this with the release of Snow Racers ‘98 on the PC. The game will boast several different 
styles of play, including freestyle and Alpine surfing and there'll be fifteen slopes for players to tear 
down. The game promises to give players all the freedom associated with the sport, with players able 


to go off-piste and make up their own routes to the bottom. Players will also be able to perform up to 


twenty different stunts for time and bonus points. Developed by Parisians, Power and Magic, Snow 
Racers ‘98 certainly sounds like fun, and if it can capture the speed and excitement of the real thing, 


Tank to the Future! 


ne of the more popular sci-fi plots of recent 

times has been that of computers learning to 
think for themselves and taking over the world. In 
Virgin’s Recoil, such an eventuality has come to pass and 
the human race is on the brink of extinction. A small 
band of rebels continues to fight for survival though, 
with their hopes resting on a new, powerful tank. 
Stepping once more into the breach, players assume the 
role of the tank’s commander and will be challenged to 


it could be a real winner. M 


Spring is here but we still seem to be seeing loads of winter games. Hmm 


Colin McRae Rally 


ollowing up on the success of TOCA Touring Car, Codemasters 
have announced the forthcoming release of Colin McRae Rally. 
Using a similar engine to that seen in TOCA, Colin McRae is being touted 
by Codemasters as 'the most realistic, thrilling and wholly playable rally 


game: With International Rally Championship and the acclaimed Screamer 
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complete 30 increasingly difficult missions set across six 
different worlds. At their disposal players will have an 
arsenal of twenty different weapons. Amongst these are 
some truly unique ones, like bouncing laser bombs that 
can make their way around corners and explosive 
charges that can create quicksand and give the enemy 
that sinking feeling! 

Developed by Zipper Interactive, Recoil employs a 
third-person perspective to give players the most 
complete view of their tank and surroundings as possible. 
This should prove handy in the multiplayer mode, where 


up to eight players will be able to tear around the 3D 
landscapes trying to blow the hell out of each other. i 


Rally already out on the track, Codemasters have a lot to do if the 
game is to live up to its billing. But with TOCA notching up in excess of 
500,000 sales in its first two months of release, the company has a 
proven track record. A team of over 20 are currently working on the 
game which has been penned in for a release in the summer. 

Colin McRae Rally will feature numerous different cars 
(including the famous Scotsman’s own Subaru Impreza 555) each 
of which will offer unique handling and speed performance. The 


game will also boast an amazing 48 rally stages set all around the 
globe. With different terrain types and diverse weather conditions, 


a new challenge will await racers on every single stage. 

With Brian Lara Cricket ‘98 also in the offing from 
Codemasters, plus Micro Machines V3 finally nearing completion, 
1998 could prove the Warwickshire-based company’s most 
successful year on the PC yet. For more information on all 
Codemasters’ products visit www.codemasters.com. # 


61:52710 


1 |. 


The Hollywood giant MGM have linked their 
interactive division with EA for all their future film 


titles everywhere but the US. Eidos’ three game 
deal is now up – Chitty Chitty Bang Bang wasn't 
the most eagerly awaited title of last year! EA are 
set to release War Games, a 3D strategy title and a 
Bond game based on Tomorrow Never Dies. 


As well as the return of Monster Truck 
Madness, Microsoft have announced that an 
updated version of Microsoft Golf will also be 
released this spring. Several new courses, 
including Teeth of the Dog, Bay Harbor and 
Casa de Campo Resort, will be accurately 
recreated for gamers to try their luck on. 


IL 
Remember the racing combat game Interstate 
‘76? Well, the game's publishers Activision are 
to release the Interstate "76 Arsenal, a pack 
containing a gold edition of the game plus the 
Nitro add-on pack with new missions, new 
vehicles and new beefy weapons. A review will 
pull-in soon! 


play to keep you going. One of the most interesting 
features though is the music. Forget any in-house 
arrangement, John Carpenter, the man behind the music 
in Halloween, has put together the music score, so you 
can expect to be impressed. iili 


Back to Basics 


entinal Returns is the new title from 

Psygnosis. The original Sentinal was released 
in 1985 and was one of the first true 3D games. The 
objective of the game was to gain control by collecting 


energy from trees in order to elevate yourself to the 
highest point of the landscape taking the sentinal's 
place. The new game continues where the original left 
off. The graphics have improved somewhat to make the 
most of 3D environments. The game has been split up 
into a number of scenarios each with their own 
environment; Earth, Air, Fire, Water and The Void. 
Within these scenarios there are 650 levels for players 
to work through, and after that, if you are still not 
tired of the game there will be Network and modem 


Oceans Apart 


cean add to the growing number of publishers putting games out 

at really good prices. Their new title Obsidian, due to be released 
this month, will be a budget title and this can only be a good thing. Obsidian 
is a graphic adventure which immerses the player into a hypnotically 
mesmerising world of dreams. The game is set in 2066 and you are leading 
the Ceres project which aims to save the planet from environmental disaster. 
With your partner you are on holiday in one of the world’s last areas of true 
wilderness. You discover a strange crystalline rock (Obsidian) which seems to 
be reproducing at an alarming rate. You are then absorbed by the rock and 
things go a bit weird. This adventure game has been designed in a similar 


Dut of your Depth 


rowned God sees Ocean stay close to their watery namesake as the 
latest title to be released from them this month. 

The game is a graphic adventure of epic proportions. Anyone who is 
interested in conspiracy theories will love this title. The game is set over a 
huge time period - 40,000 years in fact. Players get to unravel the 
mysteries of mankind and how humanity has been kept in the dark about 
many key events in history. The task for the player will be to retrieve the 
four missing artifacts from the realm of the Drowned God. On their journey 
they will have to solve many puzzles in well known locations such as 


way to Journeyman Project 3, with full 3D viewing and seamless movement 


and is set to provide an enthralling experience. Wi 


Stonehenge and the ancient Pyramids. Players will also meet with significant 
people such as Leonardo Da Vinci and Einstein, and you can't say that about 
many other games! 

Harry Horse, the acclaimed writer has designed the game so you can expect a 
gripping ride for your money. The water awaits! Ш 
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The author of Politika and The Hunt for Red October talks to Ummat PE about his books, 
his new computer game, and the political state of the world in general. 


aking a break from writing best- 

selling novels, Tom Clancy has 
turned his talents to designing games. We 
managed to pry him away from his hectic 
schedule long enough to ask a few questiens 
about his first project, Politika. 


UPC: Are the characters in your hooks based 
on real people? 


7 Some are, but only 'good-guy' characters, 
and always with permission. 


UPC: Have you ever had any of the world's 
талу intelligence agencies take a professional 
interest in you or your books? 


. Net really. I've been to most of 
America's intelligence agencies, sometimes 
to lecture, sometimes just for lunch, but I 
have never actually been given access to 
any classified material. 


UPC: Since the collapse of the Soviet Union 
and the end of the Cold War, has it become 
more difficult to write spy novels? 


7 My last book posing the Russians as 
enemies was pubished back in 1986. 
I've done seven books since without 
great difficulty. 


UPC: What do you think the future holds for 
the states that used to be part of the 
Soviet Union? 


_ Freedom, democracy, a Western-style 
economy. All sorts of good things await them. 


UPC: Do you think there will be another 
wortd war, and if so, where do you think it 
will start? 


... Most unlikely. The probability of such an 
event is effectively zero. 


UPC: Do you think that the pervasive spread 
of American culture throughout the world 
constitutes a subtle form of warfare? 


... The French might think so. But 
American culture can be freely accepted or 
rejected by whatever peopie are exposed to 
it. And what do you mean by American 
culture? Democracy? In any case, since our 
culture is not imposed by force, how can it 
constitute warfare? 


UPC: To what extent is the history of the 
worid the hist 


y of warfare between 


secret societies? 


- “Between secret societies"? What secret 
societies? Could such a group keep its 
existence secret? I think not. It's contrary 
to human nature for people to keep secret 
how intelligent, powerful, and important 
they are, isnt it? 


"VE SEEN THE HYPE, READ THE BOOK, 
NOW FLAY THE БАМЫ 


Tom Clancy's Politika is very much a political 
Russia after the death of President Yeltsin 
regions, which are fought over to gai 
There ave seven different factions to 
Mafia, Military, Nationalists, Reformen 


own unique ac 


UPC: Do you consider interact've computer 
games to be an art form of equal merit to 
books and films? 


1: That remains to be determined, but 
certainly the possibility is there. The objective 
of my new company, Red Storm Entertainment, 
is indeed to create this new art form, a 
prospect which I find immensely exciting. 


UPC: Did you find developing the multiple plot- 
lines required for a game like Politika more 
difficult than the more linear form of a novel? 


22: No. I do my novels that way too. 
UPC: Politika has been described as the first 
'conversational game', what exactly does 


that mean? 


72: The game is played by real people 
communicating over a computer network — 
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can move an 


t The idea is to 


ind generally juggling for 
enges, This particular phase is where 


n other 


chatting back and forth. Similarly, card and 
board games are conversational. Politika is a 
negotiations game, and negotiations are by 
their nature conversational. 


UPC: The game is being released with the 
book of the same name, but which came first 
the book, or the game? 


22: The game came first. The book is intended 
to be an introduction to the game's 
background story and gameplay. 


UPC: Politika is your first political game, but 
you've been involved in games in the past 
haven't you? 


77: Not really, no. Politika is the first game 
published by my new company. 


UPC: Red Storm Entertainment are working 
on developing the game, how did your 


ve one player's pieces 
hase of the game 


the player can challenge another 
ows, The last thing that 


^ that the players can chat 


to one 


relationship with them 
come about? 


1: Well, I am co-founder of 

the company. Half the money 

to get it going came from my 

bank account. I cannot say 

enough that this is the most 

exciting project I've ever done. The 
company's objective is to create a completely 
new art form, something which doesn't 
happen very often. 


UPC: How much input have you had in the 
development of the game? 


22: Quite a bit. I work with all of our 
design teams, bouncing ideas back and 
forth, and generally becoming part of each 
team. I remain a fairly creative person, and 
the kids (my employees) and I get along 
very well indeed. ж 
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AS the new company name, Cendant takes control over all the GUE Software companies, 
the development division OF Sierra 15 now ta he called Sierra studias. New Tame, new Games. 
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Interactive Magic are well known for their flight simulators, and we've uncovered 
details on their latest, based on a revolutionary aircraft, the iF/A-18E. 


Get ready for take-off... 


trange as it is, Interactive 

Magic's new flight simulation 
game, iF/A-18E Carrier Strike Fighter (bit 
of a mouthful isn't it? We'll just call it F18 
from now on) is actually based on a 
revolutionary new Super Hornet aircraft 
still in production in the US and soon to 
be used by the United States Navy (we'll 
tell you why later). Still, even though it is 
terribly difficult to simulate an aircraft 
which is still on the production line, it 


hasn't stopped the company from 
producing a game based on the fighter, 
and since September of '97 they've been 
beavering away putting together F18. 
Interactive Magic have managed to gain 
detailed information (legally of course, it's 
public knowledge) on the aircraft and 
bring this information to life as a fully 
blown game for the PC. Interactive Magic 
managed to win awards for iF-22, (based 
on the F-22 Raptor), a while ago, so 


x 


[ү you can see, a let of detail is being put inta the cockpit. What you see is actually seen inside the Hornet. Pretty "- huh? 


there’s no reason why they can’t do the 
business and come up with a similar 
response with F18. 

IM are incredibly experienced at 
producing games which fit into this genre 


and this is thanks to the strong in-house 
development team who include ex-US Air 
Force pilots. The chairman of the 
company, J.W. Stealey - better known as 
Wild Bill - was one himself. 

The immense detail on the aircraft 
isn't really worth going into and would 
most probably bore a lot of people to 
death, so for now we'll just fill you in on 
some of the major elements of the game, 
which are really quite incredible, and of 
course, more interesting. 

Unfortunately the game is still 
heavily in production, so some of the 
screenshots we have been given aren't 
excellent - especially the ones which 
show water (it wasn't finished at the 
time). Even so, we still managed to get 
a general idea of how the design is 
coming along. As well as the major 
points of the game, the small elements 
are still being decided on. For example, 
should the main screen include small 
animations? If they do, will they look 


pretty (with aircraft landing and taking 
off from the carriers), but at the same 
time slow down landing times and eat 
up disk space which could possibly used 
elsewhere? A lot of thought is being put 
into the project, as you'll learn further 
on into this preview. 

Talking of the main screen, it's here 
where you will be able to access all of the 
main areas of the game. For example, click 
on one of the buildings and you'll be 


taken to the multiplayer area where many 
players will be given the chance to battle 
it out up in the air. Another allows you to 
jump straight into the action, and there's 
also departments for people who want it 


to be slightly more realistic. Campaigns 
can be read about, players can learn 
about different kinds of enemy (including 
aircraft, ships and land vehicles) and 
literature on your own weapons can be 
read up on. So, once you've completed a 
bit of research, you'll know your strong 
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If you don’t make the take-off correctly, you'll end up in the sea! 


points as well as the ones of your enemy 
(plus their weaknesses). 

Players are able to create their own 
air wings, and per squadron (actual Navy 
squadrons) over 200 pilots can be found. 
It is hoped that those with access to a 
scanner or digital camera technology 
will be given the chance to create their 
own character and then import a 
mugshot of themselves. 


Admittedly, the first part of the game’s 
name (iF/A-18E) looks quite similar to a 
lot of others, but it’s the Carrier Strike 
Fighter part which is more simple and 
gets quite interesting once you learn 


Plenty of radars have been implemented so that you are able to keep track of the enemy, in the air and on land 
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One of the outside views 
of your nifty Hornet 
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what it's all about. If you're a fan of 
the genre, you'll know that in most 
flight-sims you take-off from the 
ground. In F18 however, things are 
considerably different and most of the 
time the way to start a mission is to up 
the throttle and take-off via an aircraft 
carrier deck (in the sea, if you didn't 
know). As you can imagine, the runway 
is quite a lot shorter, meaning take-offs 
require slightly more preparation than 
in other games. Help is at hand though, 
as a catapult shot will pull you, easing 
your fast take-off from the carrier, just 
as in real-life. 

The most challenging part comes 
though after you've completed your 
objective and it's time to return back to 
base. Precision is vital in order to 
successfully land your Hornet on the deck. 


If you miss you'll end up sinking in the 
sea, but if you manage to land you'll 
receive positive reactions from your 
seniors. Each landing is ranked and you can 
see how well you've done (or haven't) 
afterwards. You can then learn from your 
sometimes foolish mistakes and attempt to 
better your landings in future missions. Of 
course, you will be able to opt to just go 
straight into the action without taking-off. 
But that's for rookies. This is via the quick 
start option which will be implemented and 
included on the main menu screen. 

Just like a large percentage of the 
game, the carrier decks have been 
researched heavily. As well as using 
printed material to accurately copy the 
dimensions, the in-house development 
team at Interactive Magic also visited 
actual decks to see for themselves how 
everything goes on. The sounds which 
you will hear in the game have been 
recorded from ships out at sea, which 
includes messages delivered from the 
main tower to pilots in the air and those 
awaiting permission for a launch on the 
ground. Noises which you will hear in 
your aircraft have also been recorded 
directly from the real thing as well. 


Unlike some flight simulations, F18 will 
boast a dynamic campaign generator 
giving players an unlimited supply of 
missions. There are two main campaigns, 
the Persian Gulf and Aegean (see box 
out). Gamers will be able to fly the same 
mission twice, but the positioning of 
enemies and their tactics will differ from 
mission to mission. This is obviously a 
factor which will attract people who are 
looking for something even more realistic 
than your average flight simulation. 


It's one of the toughest parts in the game — landing on that darn aircraft carrier. Get ready for a pretty sudden stop though. Whiplash! 
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In addition, if you opt for it you 
don’t get given a second chance at a 
mission if you fail in real-life. This will 
also mean that you are then unable to 
travel up the rankings and be awarded 
with various certificates and medals. 
Why? Because you'll be dead and on your 
way to a state funeral. 

Inside your fancy Hornet it obviously 
looks pretty similar to some other cockpit 
layouts, with a few nice touches here and 
there – obviously. Something which was 
revealed when we visited the Interactive 
Magic offices was the ‘Active Cockpit’ 
Normally lots of keyboard commands are 
required to do things such as bring up your 
landing gear and turn off your brakes. With 
the Active Cockpit though, you can avoid 
this and instead use your mouse to 
activate buttons and switches. If you get 
into a spot of trouble (and we all know 
that can happen every now and again), 
just look in-between your legs (oh er!) and 
you'll notice a eject handle. Click on it and 
you'll be thrown out of your craft to safety. 
Those loyal to their aircraft can just go 
down with it, but as I'm sure you'll agree, 
it's a lot more sensible to save your life. 

As well as good news to those who 
don't enjoy using the keyboard, there's 
also benefits for those who do. For the 
first time, users can change each and 
every button to their specification. A 
whole option screen is dedicated to this 


and will no doubt be a popular option 
with players regularly using this method. 
In addition, medals and certificates are 
awarded to those who deserve it and 
prove themselves to be a team leader. 

Just as with almost every flight 
simulator game out there, various viewpoints 
have been included so that you can keep an 
eye on the action from a selection of angles. 
Flight-sticks are supported which will enable 
you to look around you (if the stick has the 
buttons) to see where the enemies are 
situated. If you prefer to have a view out of 
the cockpit looking at the back of your 
aeroplane, a selection of angles will be at 
your disposal. # 


This is the main screen where users will be given the chance to access a wide range of areas. The designers are deciding whether ar not to include animations 
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Ever bought a new game, got it home and installed it on your PC, only to sit there thinking 


Quake 11 may be the best 
of the bunch, but just 
wait until you see what 
Half-life looks lik 
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"I've seen this before 


?" Well, it might be deja vu, 


or it could be that you have bought another clone game. | 


he world of computer gaming is 
beset with a problem, and it is 
this: ninety percent of the games that are 
released are genre clones, almost devoid 


“of any spark of originality and merely 


copies of something which has gone 
before. Sometimes the clones are as good 
as the original, occasionally a few are 
even better, but they are still copies. 
Total Annihilation is a fine game, don't 
get me wrong, and I like Dark Colony a 
lot, but they are just copies of Command 
& Conquer, and I swear if I ever see 
another C&C clone, it's going straight in 
the bin and will be the first game ever to 


score a negative percentage. We get to 
see.a lot of this sort of thing here at 
Ultimate PC, so let's see if we can't sort 
out the original players from the 
substitutes. 


Although-it was a development of 


ERU 


Wolfenstein 3D, Doom was the game that 
really put id software on the map, and it 
has gone on through several versions to 
become one of the most imitated games 
ever. Its addictive blend of real-time 3D 
and adrenaline pumping action caught on 
at once,.and before long the imitators were 
at work. Some were better than others. 
Duke Nukem, for.instance quickly became a 
classic in its own right, and has spawned 
its own line of clones-of-a-clone, such as 
the amusing Shadow Warrior. But other 
Doom-clones, such as the lamentable 
Chasm, were not so blessed. It sometimes 
seems as though every game publisher in 
the world has signed some secret pact to 
release at least one first-person 3D shoot- 
'em-up each month. ‘Tis the Devil's work, 
you mark my words. 


i 


Of.course, now that Quake II has 
conclusively proved that id still have the 
magic touch, we can confidently expect a 
"renewed outburst of cloning technology. 
If you thought Dolly the sheep was a 
remarkable breakthrough, just you wait. 


Comgand & Conquer 

Here at Ultimate PC, you sometimes 
hear a noise almost exactly the same 
as the one the zombies make in^ 
Resident Evil, a sort of low, desperate 
moaning sound. If you hear this, it 
means one of us has installed a game 
for review, only to discover that;-under 
all the "Never before in the history of 
, computer entertainment... £ пур, that 


another C&C clone. d 
At the last count there-were just 


.. over a million different variations оп 
: the same real-time strategy theme. 


- Earth 2140, Dark Colony, Dark Reign, 
Total Annihilation, Conquest Earth, 
Warcraft, Z, Human “Onslaught, 7th 
Legion, KKND Extreme, etc. the list is 

- literally endless, because in ете it 
has taken me to type out those ten 
titles, another eleven T&C clones have 
been released. In fact, look, there goes 


~ Starcraft, and look out! Here comes War 


of the Worlds! Scientists have predicted 


_ that by the year 2010, the entire 
"surface of the Earth will be covered to a 


depth of over a mile by a layer of C&C- 


type computer games, and that we will 


developers often. work closely with the = € 
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all have to go and live on the Moon. 
Actually, that gives me a really good 
idea for a new computer game. You have 
these two factions, you see, and you 
have to mine CD-ROMs for energy... 


Fight simulaters 

I often wonder who buys flight sims. I 
have been told by about a dozen 
different people that if you play Microsoft 
Flight Simulator, you can get time off the 
hours of solo flight you need to obtain a 
private pilot's licence. If this is actually 
the case, I'm taking the train from now 
on, and I willwear a crash helmet when 
within a mile of any airport. This 
estimable but venerable piece of software 
has, like many of Microsoft's products, 
been around since the dawn of time. 
Pterodactyls used to practice on it, which 
may explain why they became extinct. 
They had to spend so-long reading the 
five-thousand page manuat; they had no 
time left for eating and breeding. 

One of the most remarkable things 
about the flight sim genre are the number 
of simulators that are made of the same 
aircraft. Straight off the cuff, I can think of 
five separate titles based on the = 
Lockheed F-22. Add to the list the F-15, 

“F-16,and all the other high performance _ 
fighters flying around people's hard | 
drives, and I think a pattern is beginning 
to form. There are literally dozens of 
combat flight simulators around, and-some 
of them are very good indeed: The 


aircraft manufacturers to ensure near-total 
realism. However, if you count the number 
of simulators specialising in civilian and 
commercial aircraft, you will still have spare 
fingers using only one hand. 

All those people who try to convince 
you that they buy flight sims because 
they want to learn to fly are talking out 
of their afterburners. What they want, 
what they really, really want, is to blow 
things up as spectacularly as possible. 
Just like the rest of us. 


Eating games 

Now this, you would think, should be a 
fairly easy genre to get to grips with. I 
mean how many variations can there 
possibly be? You take a car, draw out a 
few tracks, add a few things like hairpin 
bends and checkpoints, make the 
graphics as realistic as possible and 
Bob's your aunty's live-in lover... 

You can call it anything you like, 
from Screamer Rally to Test Drive 4, or 
Need for Speed 2, or Andretti Racing, or 
TOCA Touring Car Championship. You get 
the general idea? Yes, well it ain't quite 
that simple, see? For starters, the car. A 
bit dull, so let's make"it a futuristic 
hover car, and stick some guns on it, 
and before you know it you've got 
Wipeout 2097. You want powerboats? 
Try Speedboat Attack or Powerboat 
Raeing. Alternatively, if you suffer from 
Sea sickness; try racing planes in Plane 
Crazy. And then tfiere's those tracks. 
Once you've done roads and mud and 
Grand Prix circuits, what is there left? 
Well if you wait a little while you could 
get Micro Machines V3 and race on 
snooker tables, garden ponds, and 
laboratory benches. 

I suppose because the idea of a 
race, where everyone starts at A and the 
first one to arrive at B is the winner, is 
such-an elementary concept, the 
designers of racing games really do have 
their work cut out to make their 
products original in any way at all. I 
think the only type of race that I have 
never seen done on any type of = 
computer or console, is horse racing. 
Perhaps I should patent that idea... = 


= 
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Plane Crazy offers 
something new to fans 
of both racing games 
and flight sims at the 
same time 


Now was this one Joint 


Strike Fightrer, iF-22, F- 
22 Raptor, or perhaps 
Jet Fighter Full Burn? 
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f you're a die-hard 
PC fan then you 
could be forgiven for having 
[ never heard of the hugely 
successful Final Fantasy series of role- 


console owners for the last ten years. 

The original Final Fantasy game 
released in 1987, was available only 
on the Nintendo Entertainment System 
and was never released in Europe. All 
of the previous six Final Fantasy titles 
were available to the RPG mad 
Japanese, while the United States 
missed out on a couple, and those 

unlucky Europeans were apparently 
completely overlooked. 

Unlike many other software 

companies, Square believe in only 
gracing one platform at a time with 
their titles - concentrating solely on 
the quality of that product without 
having to worry about how it will 


perform on other systems, and 
also aiding the chosen 
hardware's success as potential 
owners opt for it over other, ‘Square-less’ 
systems. Last year Final Fantasy VII was 


playing games, which has been entertaining 


As early as the first mission, it becomes apparent that Final Fantasy VII is no ordinary RPG. Gameplay and FMV 
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Possibly the greatest PlayStation game ever r eleased is on its Way to the PG — we 

visited Squaresoft in California to see how their masterpiece is progressing. == 


released for the Sony PlayStation as 
Square made the move away from 
Nintendo and cartridge based software to 
the now well established PlayStation, and 
its significantly higher capacity CD 
system. Sales of the Final Fantasy series 
are now in excess of 15 million, with Final 
Fantasy VII having already sold more than 
3.2 million units in Japan alone. In June 


Ed 


combine perfectly to heighten the experience 
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of this year we can expect the European 
and American figures to close the gap on 


the Japanese as the greatest RPG series in 
history makes its PC debut. 


After marvelling at the intro you'll begin 
the game almost without realizing as the 
cinematic sequence (like all those found in 
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Incredibly, the PG version 
looks significantly more 
Stunning than on 

the PlayStation 
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Shinra are using giant reactors to suck ‘Mako 
energy from the planet. Unfortunately the 
supplies of this natural resource are finite 
and the relentless mining has now reached 
such levels that it’s endangering the very 
life of the planet. 

As a mercenary you've been hired by a 
resistance group called AVALANCHE who are 
planning to blow up one of the Mako 
reactors in the city. Initially the gameplay is 
quite linear as you follow orders from 
members of the AVALANCHE group and 
complete a number of varied ‘missions’, but 
as you discover more and more locations 
within the city you are given a lot more 
freedom. Until you escape the confines of 
the city, which at one stage requires you to 
take part in a high speed Road Rash style 
racing game, you'll have to visit certain 


places and talk to certain people in order for 


FFVII) blends seamlessly into the gameplay. the plot to continue. But once you're 
Your adventure begins in the city of Midgar outside making use of the world map screen, 
where an evil mega-conglomerate called you'll be able to wander around an entire 


continent – choosing to visit or ignore 
locations as you see fit. You still need to do 
certain things to proceed, but Square have 
very cleverly designed the game in such a 
way that even though you're obviously being 
guided from one location to another – you 
feel at all times that you're able to travel 
wherever you like, and later on, take part in 
sub-games and non-essential quests. 

As with many games in this genre, as 
you progress more and more areas of the 
world map open up to you. This is achieved 
by acquiring new modes of transport such 
as buggies, seaplanes, and giant airships - 
all of which can make entire continents 
suddenly available for you to explore. 

With Final Fantasy VII spanning three 
CD Roms it'll be no surprise that there 
are plenty of locations for you to visit, 
although it has to be said that a lot of 
the storage space on the disks will be 
taken up with the 60 minutes of high 
resolution cinematic sequences 


RPG games have always had great gameplay but with stunning visuals like these, Final Fantasy VII will set a new standard within the genre 
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One of the cleverest aspects of Final 
Fantasy VII is its Active Time Battle 
system (ATB), which basically takes the 
format of turn-based combat normally 
found in role-playing games and adds an 


element of time which makes the battles 
much more realistic. Different characters 
have different attack speeds and so each 
of them has an attack time bar which 
has to fill up before the character can 
perform an attack. These bars fill at 
different speeds depending on which 
character they're attributed to, meaning 
that in the time it takes a slow 
heavyweight character to make an 
attack, a smaller ninja style character 
might have struck two blows. The other 
effect this system has is that it adds a 
sense of urgency to battle situations - 
the player is no longer able to spend a 
huge amount of time pondering over 
different battle plans safe in the 


knowledge that the enemy won't attack skills, weapons, and magic spells that office have already completed the 

until it's their turn, the enemies use can be gained by your characters, these PlayStation version, but are looking 
exactly the same system as you and so if never get boring. forward to getting our hands on a 
you're taking too long your characters Fortunately this would seem to apply finished PC copy so that we'll have an 
are likely to take a bit of a battering in to every aspect of Final Fantasy VII - excuse to play through it all again! 

the meantime. There are a large number from the moment you first take control Don't miss our full review in a few 

of hostile encounters in FFVII, but of Cloud until you successfully ensure months time when we'll be devoting as 
thanks to a seemingly infinite number of the safety of the planet, you'll be many pages as the powers that be will let 
different adversaries, and countless new completely hooked. A few of us in the us to this stunning gaming experience. 


The camera angles only really mave around when cutting in and out of cinematic sequences, but the main areas of gameplay have all been beautifully designed and rendered 
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Release: June 
Web site: N/A 
Players: 8 


Publisher: Sierra 
Developer: Papyrus 


He Г @ 


GR 


nd Prix 


The year is 1967, a time when Grand Prix racing was fast, dangerous 
and without regulations. Grand Prix Legends takes you back in time. 


rand Prix Legends’ developers are 

best known for their American- 
based racing games such as the NASCAR 
series. The trouble with NASCAR racing is 
that the cars are fast and all that, but 
the tracks are simply oval-shaped. 
Apparently it does make for an exciting 
spectator sport, but I doubt if the 
driving experience lives up to much. 
Thankfully Papyrus put aside their 
American routes for a while and decided 
to design a game set in the past. They 
chose the year 1967, because it was the 
last year before turbo came in and the 
cars had limited downforce (no spoilers) 
which made the cars very volatile and 


The smoke effects in the game are looking quite impressive — players will have to watch out for wheel spinn 


ultimately more dangerous. As you can 
imagine, this was an ideal basis on which 
to build a new racing game that would 
give players a great driving feel. The 
company had been working on a new 


engine too, so this new game would be 
the best shell to show it off. 
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The new physics model that is at the 
centre of the game is revolutionary to 
the point of perfection. With most racing 
simulations all of the calculations for 
speed, glide and downforce, etc, are 
done in only two dimensions, so when a 
car moves onto a different surface it 
starts to cause trouble. Take TOCA 
Touring Car Championship for example: if 
you put a centimetre of tire onto the 
grass you have had it, you will just spin 
and find yourself in last position. With 
GP Legends’ new three dimensional 
engine the car is subject to many more 


factors that give the game a reality all 


g as the tires don’t grip too well 


of its own. The tracks are quite elevated, 
which adds enough excitement anyway, 
but as you move over the brow of a hill, 
if you don’t apply the brakes then you 
will just lose control. That’s not just 
because you are going too fast, but 
when you are accelerating the front end 
of the cars raises up and at points on 
the track you can leave the ground. Also, 
if you accelerate too quickly you will 
loose traction and the back end will 
whip out - it is so responsive. 


The guys at Papyrus wanted to make a 
game which would teach people to drive, 
something that was exciting enough to 
keep people addicted. Their initial worry 
was that the game would be too 
challenging. When we played through a 
few of the tracks it took us quite a while 
to be able to go around the track without 
spinning off. Once we had persevered 
long enough, we soon got the hang of 
the way the car handles and things got 
interesting. We were driving using a 
really good steering wheel which seems 
essential with this level of game. To 
make things a bit easier for beginners, 
they have different difficulty levels and 
car choice, as some of the cars are easier 
to control that others. 


Back in those days there were no 
Benetton or Williams teams treading the 
world circuit, but you did have big 
names such as Lotus, Brabham and BRM. 
The game has these three teams licensed 
so far, but they are still working on 
trying to get Ferrari. A number of drivers 


have also been signed up; there are 
about fifteen so far, including Jack 
Brabham and Jim Clark. The only trouble 
is the fact that about half of the drivers 


have now passed away, so it is difficult 
to get permission from their estates. It 
has also been a nightmare for them to 
secure all the major circuits that were 
part of the season back then. Some of 
them are not the same as they used to 
be, others don’t even exist anymore, so 
they have had to gather as much 
information, maps and photos from the 
time to create as realistic circuits as 
possible, right down to the correct 
sponsors for the stands and barriers. So 
far you will notice Champion, Mobil and 
Pepsi,which gives the authentic detail 
that fans of the era will want. 


There are eleven tracks that were 
featured in 1967, including Monza, 
Mexico City, Nurburgring, Rouen and 
Watkins Glen to name but a few. Each 
has many distinctive features to provide 


enough of a challenge, the most 
noticeable are the hills and slopes 
which we haven't seen much off before. 
Though they have proved very difficult 
to model. 

The game modes will provide a good 
challenge for single player and 
multiplayer games. There can be up to 
twenty AI cars racing at one point, and 
up to eight human players in multiplayer 
without any slow down. This really makes 
for exciting gaming and collisions too. 
The graphics are detailed enough to add 
the finishing touches the game needs - 
we got to see a few explosions that 
looked quite impressive too. 

This game has the potential to be 
one of the best racing games available 
on the market, even though it is set over 
thirty years ago. With 3DFX support as 
well, we can expect great things from 
Grand Prix Legends. 


With the brand new physics engine, Papyrus have managed to simulate the car’s movements like never before, most noticeably when the cars glide over hills or explode 
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Alpha Cent 


An interview with Brian Reynolds, co-founder D 
of Firaxis and project leader on Alpha Centauri. 
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It's Warcraft without the 
goblins — prepare for 
space conflict 


Some of the landscapes are looking more interesting than others... 


Ч W tarcraft introduces some awesome 
И elements into the real-time battle 
context. With heavy emphasis on multiplayer 
gaming, Starcraft could be the one to watch 


for this year. We have been trying the game 


out online against people that already knew 
exactly what they were doing. Before long 
we were being swamped by air patrol units 
and troops were arriving quicker than we 
were building turrets to defend ourselves. 
The lightning speed of the game is really 
noticeable. Units move and navigate well, 
giving the game unprecedented speed. 
Purchasers of the Starcraft will be allowed to 
play on the Web via the Battle.net server 
free of charge. Saying that though, they 
won't be skimping on the single player, with 
up to 30 missions on a variety of maps. 


For players that need to control every 
aspect of their game 


р ж к 
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leaving nothing to chance, there are some 
advanced features planned that provide 
such control. We have seen the introduction 
of waypoints in a few games; they let 
players choose certain key points on the 
map for their patrol units to move between. 
These might be their base, mineral source or 
an outpost for spotting enemy advances. 
Along with that, units can patrol any one 
area at a time, repair bases, gather 
resources, attack certain targets and build 
new defenses. 


Unlike many C&C style wargames other 
than the original Dune 2, Starcraft 


Channel 


From the makers of the Warcraft series comes a game 
of a similar nature that takes RTS games to the depths of space. 


features three warring factions. This 
adds a complex strategic element as 
each opponent will have to be dealt 
with in a different manner. 

The Terrans for example are 
apparently masters of mobility - they 
move about in converted industrial 
vehicles (like something the A-team 
would knock up in fifteen minutes). 
Being criminals themselves the 
comparison tends to runs pretty deep, 
they are quite happy to live off of 
other people’s resources. The Protoss, 
on the other hand, possess psionic 
abilities and utilise pure energy for 
their attack and defense tactics. Being 


fannie 


few in numbers they use robotic drones 
to carry out the menial tasks such as 
collecting minerals, and because they 


are so powerful they take ages to build. 


Finally you have the Zerg - these are 
the chaps you see in the intro that 
enter Protoss space and start 
annihilating everything in their path. 
These brutes are bio-engineered 
creatures that have been design solely 
for the art of killing. The structures 
they build are situated on a blanket of 
organic matter called 'the creep' and 
this is a living organism itself. 

As you can tell, each of the 
individual species are drastically 
different from each other and have a 
specific interface to match, just so you 


remember which side you are on! Aside 
from these there are the dodgy pirates 
that are always up for some action and 
are prepared to give all the factions a 
run for their money. 


The game has quite a strong gore factor — 


Much the same as most RTS games, players 
will be in control of their army. As the 
military leader it will be their 
responsibility to train units, build a strong 
and well defended base and gather 
resources. Players will be able to build a 
large number of units to conquer the 
enemy. Take the Protoss for example; there 
are Shuttles, Carriers, Scouts, Interceptors 
and Arbiters as far as the air units are 
concerned, and on the ground Probe 
Droids, Drones, Assault Troopers and 
Bionic Warriors to back you up. With the 
potential for upgrades, who knows how 
much havoc will ensue? 

To gather together an army that 
consists of all these units will no doubt 
take ages. Both energy in the form of 
Vespene gas and resources in the form of 
minerals will have to be collected and 
turned into useful matter. Of course there 
are all the engineering plants, refineries, 
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barracks and space ports, but these are 
just a means to an end. 


One of the best looking parts of the 
game so far are the maps. Each seems to 
have a high level of detail, especially 
the Ajurian Jungle levels. The Terrans 
live on a more barren world which 


provides a good contrast to the 
Instalation maps and those that are 
located in space. 

Starcraft is sure to be a strong title 
when completed, it is already looking top 
notch, easily comparable to Dark Colony. 
We just have to wait for Blizzard to finish 
the solo missions, and then it's all 


systems go. & 


TEGH SPECS 


In space, no-one can 
see what the hell is 
going on — adds to the 
fun though | guess... 


ZOO 
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Unit shifting alert! This 
game puts the player in 
at the heart of the action, 
Meaning you get killed! 


armour 
отта 


The war between Uprising and Battlezone is nearly upon 
us — out of the darkness comes another opponent 
in the action/strategy playing field. 


enres are strange things indeed. 
E They usually begin life as just a 
few great games that capture people's 


imaginations. Then something horrible Battlezone, the idea is pretty much the of this type of action/strategy crossover 
happens and companies take it upon same - simply port a 2D strategy wargame must be in Dungeon Keeper. Players could 
themselves to produce their take on the into a 3D action title and fanny's your aunt. possess their minions and really get their 
game and obviously only come up with a There is obviously a little more to it than teeth into the game. Admittedly it looked 
game that falls short of the best. We can that, but sometimes it is difficult to see, awful, and players had no control of the 
guarantee that there will be many more especially in Uprising’s case. So what does rest of their units once they were absorbed 
action/strategy games or FPRTS (First-Person Armour Command have in store for us? in their chubby little friends. So things 
Real-Time Strategy) games created during ‹ have come a long way but there will surely 
the last months of this tired old millennium. L | be similar compromises in the future. 
As far as we are concerned Battlezone holds The difficult thing about trying to blend Armour Command could fit into this 
the crown - a classic in every sense - but two distinctly different and separately category unless it surprises us in the 
there’s a new kid on the block. successful game styles together is to come completed version. At the moment the 3D 

It is difficult to say how Armour up with something that is more than a element of the game seems more like a 
Command will compare to Uprising and sum of its parts. One of the first examples visual display rather than a cultural 


revolution. The terrain is simply there to be 
looked at, something like the Himalayas; you 
can look up at them but you have no chance 
of seeing what it’s like looking down. Players 
will be restricted to ground level 
manoeuvres, and if you have played Total 


Annihilation you will know how important 


Armour Command will have a fight on its hands when it pis released in a month’s time — Uprising and Battiezone are already rallying their troops 
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those elevated areas are to success. Also, 
just like in Battlezone, they have included a 
satellite map for you to reminisce over those 
2D days. Nothing wrong with being retro of 
course, but players can control everything 
from this view which makes you wonder 
which side of the fence they are really on. 


Enough of the potential shortfalls of the 
game, there are a few things you should 
know about Armour Command. Basically it is 
you (Earthly Terran types) versus the aliens 
(squiggly, not half as pretty as us type 
creatures). If your mirror was cracked years 
ago there is the possibility of giving up your 
soul to the aliens, they may have something 


to offer! Betrayal aside for the moment, what 


EK: 


we are talking about here is some heavy 
wartime escapades. Build lots of cool vehicles 
and then jump into any one you want, just 
like in Battlezone. It looks like they are 
working on a few more than Battlezone, 
about 20 per side, but whether detail has had 
to be sacrificed for such extravagance is not 
known. Each of the vehicles can be upgraded 
- features such as shields, armor, stealth and 
weapons can be enhanced. 

The resources for the construction of 
buildings and units are to be found on a 
number of alien planets. Players must collect 
ore, hull metal for motherships and 
spacecraft, and sentinel metals for 
upgrading units and buildings. Along with 
these precious and much-fought-over 
elements, players must collect alien artefacts 


The aliens are on their way — it may be worth a quick call to arrange for reinforcements 


EK: 


EK: 


to advance their state of technology. 


All the action will take place on many 
different planets. Each seems drastically 
different than the last with ice, jungle and 
some strange purple world that Prince has 
put a bid in for. Each planet is full of 
alien beings just waiting to toast your 
ass. Armour Command could well end up 
being the best looking of the three 
action/strategy titles, they seem to be 
attempting to add more features into their 
landscapes - you won't see tree-like 
structures in Battlezone. 

This new genre is a breakthrough for 
gaming. We just hope we won't have to 
review hundreds of them, but in these 
early days it is just good to see things 
developing in new directions, and we are 
sure that Armour Command has much to 
offer - take the impressive cut scenes and 
front end for starters. 
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BLUE BYTE SOFTWARE 


BLUE BYTE SOFTWARE 


NOVEMBER 


www.bluebyte.com/ 
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It's nice to see some 
different looking units 
instead of the usual tanks 
and traditional vehicles 


— amm 


5 Poman 
ENTER 


= Dui 
nramsta 


f you're looking for an adrenalin 

rush then look no further, those 
clever chaps at Digital Illusions have in 
development a new morsel going by the 
name of Motorhead - it's a slick ‘n’ 
smooth street racer with some very 
practical features. So as you can imagine, 
I was most pleased when a copy landed 
on my desk this morning for preview. 

It's quick and easy to instal, and greets 

you with a well rendered intro of several low, 


? 


tormea 


> Strap yourselves in and prepare for the 
h.. ride of your life with this impressively 
d fast street racer! 


sleek road eaters powering round a city 
circuit at unbelievable speeds, with the 
inevitable stomping soundtrack playing along 
with it. Because of its design, as long as you 
have a reasonably fast Pentium in the box 
somewhere it will quite happily run at full 
speed. Admittedly, the faster the machine, 
the prettier the graphics become, and boy do 
they look good on a P266 — neon lights, star 
effects on light sources, lens flare, and even 
realistic looking brake lights! 


The game boasts a good selection of six 
circuits, all of which are very different to 
allow the driver to experience most racing 
conditions the game can throw at them. 

First off there's the Red Rock circuit - a 
wonderfully fast track set out of town with 
a couple of gorgeous straights, and of 


course, some rather tricky obstacles, like a 


All of the traeks in Motorhead are very well rendered, full of detail and realism. Even if the machine isn't quite up to scratch it still hurtles along! 
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central reservation with a large concrete 
pillar just out of sight after a long straight. 
Not to mention the torturous hairpin that 
can catch out even the wary! The other of 
the playable levels is Goldbridge, a city 
scene – hammer through deserted city 


streets, across long spanning bridges and 
round long winding chicanes. Among the 
various circuits there is also Neocity, 
Atlantika, Ruhrstadt and Olympus. 


Motorhead offers a good selection of 
cars too; the most basic is the Ressonic, a 
good all-rounder with excellent handling and 
good soft tires which give lots of grip, but 
not much in the way of top speed. The ASC, 
on the other hand, is at the other end of 
the scale, with plenty in the way of power 
and speed, but unfortunately this motor 
doesn't like corners too much. Well, actually 
it loves corners loads, it just doesn't like 
going around them! To make sure that there 
is a suitable car for most players’ driving 
styles, Motorhead includes a veritable car 
dealership to offer the best performance to 
players. There is an Adder Mk. 2, a Python 
V12, an ASC II, an R-Build 2, a Kobra X3, an 
Avalanche and a Titan. 


The main menu screen has the following 
options: one player, multiplayer, rankings, 
options, and finally, credits. The one player 
menu covers all the things you can do alone 
in your room, (not what you're thinking 
though!) like a quick race, single race, 
league race, time attack and ghost mode. 
The single race is exactly what it sounds like; 
choose a track, choose a car, choose a big 


television, (sorry, got that song on the 


As you can imagine, with a car that goes like a rocket, there is bound to be a few nasty accidents 


brain!), pick how many laps you fancy doing, 
then put the pedal to the metal and burn 
rubber! The league system is as you would 
expect; eight drivers compete for victory on 
each track once, the winner is given the 


most points and the loser is given the least. 
The ultimate winner is the driver with the 
most points awarded once all the tracks have 
been completed. Several leagues can be in 
operation at once if necessary using the new 


league and select league options. If you 
want to get used to the tracks, or just want 
to gain a really good time for a circuit, then 
the time attack is just the job – do it again 
and again until a spot on time is captured. 
The ghost mode is used in conjunction with 
the time attack, in that if an excellent time 
is recorded in time mode, then it's possible 
to race against the ghost of that challenge. 
This is really very useful if any player needs 


to have a close look at their driving skills, 
from behind! The rankings screen covers all 
race times, lap times and general speed 
information for all the players, computer and 
human. The different difficulty levels and 
tracks can also be viewed from here. 

Most good games require a certain level 
of user configuration to allow the player to 
enjoy a unique set up, and Motorhead is no 
exception to this, offering a great deal in 
that department. Among the statistics that 
can be played with are the graphics, 
(obviously!), the sound, the control system, 
and a personal options screen. 

Personally, I can't wait to get my 
hands on a full copy, it can only get 
better from here! 


PREview 


The slightest rise in the 
ground will quite happily 
launch the car into an 
aerobatic routine 


rena 


Put the pedal to the metal on the straights and say goodbye to your opponents 


TBA 


DIGITAL ILLUSIONS 


TBA 


www..co.uk 
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Some of the corners will 
Catch most people out, 
even the careful 
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hen I heard that І had to preview a 

game based on the covers of Iron 
Maiden’s albums, I was mildly curious, but 
also somewhat apprehensive. I suppose I had 
some preconceived ideas about what such a 
game would look like. Then I learned that 
the game was being developed by Synthetic 
Dimensions, and curiosity definitely got the 
better of me. Having played and been very 
impressed by several of their past games, I 
wanted to see what they would make of such 
an unusual project, so I accepted their 
invitation to visit their HQ in Wolverhampton 
to see the game in development. 


The brief they had been working to was a 
complicated one. Iron Maiden were very 


Just another average Saturday night’s zombie-punk hunting outside the famous Ruskin Arms pub 


insistent about what they didn’t want to see 
in the game, but had no real plans about 
what they did want. To make matters worse, 
they had already been badly let down by 
another games company, and were in no 
mood for compromise. But when they saw a 
preliminary demonstration of what Synthetic 
Dimensions had in mind they were so 
impressed that they have also commissioned 
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Ed Hunter 


You may not be familiar with the name, but you've seen the face 

a thousand times grinning at you from Iron Maiden's album covers — 
Ed Hunter, a sort of undead, demon-Zombie-monster-thing. .. 
with attitude! 


the company to make the band's next video, 
which will be created entirely using 3D 
computer animation. 


True to form, the Ed Hunter game is an 
industry first; a lightgun game for the PC. In 
general terms, you follow Ed through a series 
of seven 3D levels graphically inspired by 
Iron Maiden's distinctive album cover art, 
shooting hoards of enemies as you go. The 
exceptional quality of the 3D rendered 
environments and the animation of the 


characters has to be seen to be believed. The 
first piece of animation they showed me was 
of the Hell level, based on the cover of the 
1982 album Number of the Beast, and I 
assumed that it must be a cut scene. 
Company director Kevin Bulmer looked mildly 
offended: “No, that’s what the whole game 
looks like,” he assured me. He then went on 
to show me levels set in ancient Egypt, a 
lunatic asylum, the distant future, a 
graveyard, and the East End of London. All 
were equally impressive, with atmospheric 
lighting and a high level of detail. 


The levels are all designed to be interactive, 
so that depending upon your actions you can 
be taken through up to three different routes 
on each level, meeting new enemies and 
uncovering more secrets as you go. For 
instance in the London level you can find 
your way down into an Underground station 
and through a back alley, and inside 22 
Acacia Avenue, which fans of the band will 
recognise as the address of Charlotte the 
Harlot... As you can imagine, there are a few 
secrets in there. 

The twelve-strong team at Synthetic 
Dimensions are incorrigible jokers, so hidden 
throughout the game's seven levels there are 
numerous secrets and hidden areas, some of 
which contain in-jokes for fans of the band, 
and some of which can lead you to... 
something they wouldn't let me tell you 


* 


about! I can say that it's definitely worth 
finding all the secrets. 

Each level of the game features three 
Iron Maiden tracks played by a special 
MIDI compression routine specially 
developed for the game. £d Hunter is 
obviously going to appeal to fans of 
Iron Maiden, but it is also designed 
to be a superb game in its own 
right, with just as much to offer 
anyone who has never even heard 
of the band. (Somewhere in Papua New 
Guinea, perhaps?) 


Ed Hunter boasts a whole range of 
features which are not to be found in any 
other target shooting games. For example, 
each different enemy has their own set of 
animations for their reactions to being shot 
in different locations, and depending on the 
accuracy of your shooting, you might only 
wound them. All the characters have specific 
attacks relevant to their setting. Mad 


The detailed, fully animated enemies all have their own special attacks based on their locations 
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scientists in the Asylum level will attack you 
with surgical bonesaws, or throw diseased 
brains at you, while zombies in the graveyard 
pull off their own arms and hit you with 
them! Urgh! 


Since this kind of game has never 
been done on the PC before, there are 
no lightgun controllers currently 
available for the platform, so Synthetic 
Dimensions are having them designed 
and made especially for the new game. 
Regardless of the famous names 
associated with it, the focus of any new 
game is how much fun it is to play, and 
from what I have seen, Ed Hunter is going 
to be excellent. Purely from the quality of 
the graphics and the fast-paced action, it 
should make Time Crisis look like a coconut 
shy. The game is due for release in April, 
although depending upon publishers, this 
may be postponed until September to 
coincide with a simultaneous release of the 
PlayStation version. 
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SYNTHETIC DIMENSIONS 


APRIL 


www.syndime.demon.co.uk 


ONE 
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filled course іп а Small stunt aircraft 
about fifty feet off the ground grab ya? 


otted around this crazy world winding track, using pylons as markers. Crazy will make the transition into the 
of ours is a group of folks who The sport of pylon racing is not new, games market somewhat easier. 
like nothing better than to jump into a it's been around for a good few years, and Plane Crazy has been in development 
very fast stunt plane and hammer it's only recently becoming more popular now for some eighteen months, including the 
round several miles of torturously in the media. Inner Workings saw an creation of a graphics engine purely for the 
opportunity when it was virtually unknown game. The Fearsome Engine is a graphics and 
to open a new genre of game: plane game system, it uses Direct3D for superb 
racing. Even though the Glasgow, Scotland results when using 3D hardware acceleration, 
based developers don't consider themselves and has a special software rasterisation 
game designers, with numerous popular module for surprisingly impressive speed 
entertainment titles under their belt, and a even on unaccelerated machines. 


few new game ideas up their sleeves, Plane 


The aim of the game, unlike most flight based 
simulations, is to be the fastest around a pre- 
planned course. The winner in real life would 
normally get a few thousand dollars - not 
enough to really make a difference, but just 
about enough to give the aircraft a basic 
overhaul. The game is much the same; the 
winner of each course is rewarded with a sum 


of money, usually enough to customise your 
plane a little. Race winnings can be spent in 


the machine shop - from a simple paint job 
to give it a little more originality, to major 
modifications effecting handling and speed. 
They have tried to keep as close as possible 
to realistic flight mechanics, so the aircraft 
behave with all the fun of a real plane. 
There are eight different planes to 
choose from, all of which have very 
diverse handling capabilities. The 
starter is a small squat looking 
thing with very good 
handling and at least 
adequate speed. The fastest 
plane is a riot - long 
and sleek looking, 


The speed of the game is out of this world, combine that with some gorgeous textures and you have an immersive and very playable game 


ULTIMATE PG | 1550Е TWO | MAY 1998 


this thing goes like a rocket... and steers 
like a cow. 


Inner Workings have approached the track 
design carefully. Instead of creating a number 
of repetitive circuits, which can begin to get 
a little tedious after a while, they decided to 
approach it on an A to B concept, like real 
life pylon racing, and so Plane Crazy ended up 
with several quite long and very challenging 
courses with some very diverse terrain. There 
are five tracks available: Border Dash, 
Docklands, Monument Rush, Rain Forest, and 


Fach of the tracks have their own unique obstacles which adds a diverse feel to the game 


City Run. The easiest, Border Dash, is set in 
the sun drenched desert. It's an open course 
with a couple of minor obstacles, bridges that 
have to be flown under, dunes to be 
manoeuvred through, and even a train to 
race. The next course is Docklands, this is, as 
it sounds, a myriad of pipe work, gas jets and 
cranes, all set out in a long corridor. And just 
to make it a little harder, most of the time 
it's rather dark and gloomy. The third and 


middle course is Monument Rush; this one is 
also set in the baking hot desert, but with 
the challenge of flying through a long 
winding canyon. To make it even more 
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difficult there are numerous huge rock pillars 
that can be toppled over right in front of 
you, (and by you!), not to mention several p 
really nasty corners to test your flying skill. - se a 
The penultimate course is the Rain Forest; C ] 
this little baby is a severely taxing route with 
tiny volcanic vents, (well they certainly seem 
tiny when you fly through ‘em!), lush green 
jungle, and plenty of lava. And those are just 
some of the challenges any pilot must face 
during the race! The last and most difficult of 
them all, is the City Run; this really will test 
a player's ability to the maximum - crammed 
full of hairpin bends, double chicanes, and 
very little light to see the way through 
underground train systems, tunnels, busy 


freeways, and even straight through the 


middle of a shopping centre! 8 
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With the benefits of a major movie license and the creative talents 


of Kalisto Entertainment, this game has all the right elements 


You get to blast the 


bad 
guys with some really 
choice weaponry 


to be a major success. 


f you missed last summer's 
science-fiction blockbuster film 
The Fifth Element, you missed a real 

| treat. Starring Bruce Willis and Gary 
Oldman, the film combined the 
directorial talents of Luc Besson, best 
known for the stylish thriller Nikita, with the 
awesome graphic art of Jean ‘Moebius’ 
Giraud, one of the star talents of the fantasy 
magazine Heavy Metal. The costumes were 
designed by acclaimed couturier Jean-Paul 
Gaultier. The end result of all this talent was 
a stunning visual tour-de-force with an 
exciting, action-packed plot. 

Such a film is an ideal subject for a 
spin-off computer game, and with such 
excellent titles as Dark Earth, Ultim@te 
Race, and the yet-to-be-seen Nightmare 
Creatures to their credit, Kalisto 
Entertainment were the ideal choice to 
develop it. Since they are based in 
Bordeaux, this also keeps the game in 
line with the film as a largely French 
production. They have been working 
closely with the film's producers 
Gaumont, through their 
multimedia division, and 


4 


-8 


171.025 


The Fifth Element game is due for release 
in April of this year. 


The plot of the game follows that of the film. 
It is set 250 years in the future, and centres 
around the discovery of a huge cometary body 
which contains the concentrated essence of 
pure evil, and is heading straight for the Earth. 
The villain of the film is Zorg, played by 
Gary Oldman, who believes that he can use 
this ultimate power of evil to achieve 
ultimate power for himself. He enlists the aid 
of an army of Mangalore mercenaries, who 
are powerful but stupid shape-changing 
aliens. Ranged against him is Korben Dallas, 
played by Bruce Willis, who finds himself in 
the wrong place at the wrong time when a 
woman called Leeloo drops into his taxi cab. 
Leeloo has been created in a laboratory from 


The game captures the unique visual style of the film, as well as the fast-paced action 


raw DNA codes and sent to Earth by an 
ancient and benevolent race of aliens. She 
has superhuman powers, and is a vital 
component of the only defense against the 
fate threatening the planet. Dallas is a 
former special forces soldier, and soon finds 
himself needing all his skills and training to 
save Leeloo and himself from death, and the 
world from total annihilation at the hands of 
Zorg and his cronies. 


The game has been designed using Kalisto's 
own 3D engine LibSys, which they used in 
the game Nightmare Creatures, the PC version 
of which is yet to be released in the UK. The 
style is similar to Core Design's Tomb Raider, 
a third-person adventure in which the 
camera follows the main character from an 


over-the-shoulder viewpoint, although 


[s 


Kalisto's proprietary AI technology means 
that the viewpoint is optimized during 
crucial action and combat sequences to 
prevent the annoying disorientation which 
can be a problem with some other games in 
this genre. Other features which will set this 
game apart, even in such a small and 
exclusive genre, are interactive dynamic 
lighting with character spotlights and 
interactive scenery such as breaking bars and 
exploding barrels. The game will be 
compatible with most major 3D accelerator 
cards, so the highly detailed animated 
figures should look doubly impressive. 


The action takes place on fifteen spectacular 
3D levels, which include New York, the 
Astroport, the stunning Fhoston Paradise 
resort, and the ancient Egyptian temple 
which hides the Earth's only defense. There 
are sixteen different kinds of enemy to fight, 
including the tough-but-dumb Mangalores, 


Zorg's mostly human crew, and flying police 
robots, amongst others. (What no Tricky?) 
Depending on the circumstances and the 
character you are playing, you can fight 
hand to hand or with a variety of different 
weapons, including guns, bombs and rockets. 
With Kalisto's 3D technology, up to three 
enemies can take you on simultaneously, so 
start sharpening those combat skills — you're 
going to need them! 


In the game you play 
the film's two main 
characters, Korben 
Dallas and Leeloo. 
Each character has 
different abilities, and can solve levels in 
different ways. As an ex-soldier, Korben is a 
weapons specialist, and can use any of the 
guns dropped by the enemies encountered in 
the game, such as the awesome ZF1, which 
can fire rockets, shoot fire, freeze people... 


Panoramic views of future cities are a beautiful feature of Luc Besson’s film The Fifth Element 


and explode with a very big bang! Korben is 
slower but more powerful than Leeloo, who 
is generally better at unarmed combat and 
gymnastic manoeuvres. She can run, jump, 
and move while crouching or hanging from 
the ceiling, and her martial arts techniques 
include combos, kicks and special attacks. 
Both characters appear in two different 
costumes from the film, which in Leeloo's 
case could be highly entertaining... 
Your quest, as in the movie, is to find 
the four ancient stones which, 
together with Leeloo's 
mer strange powers, can 
activate an ancient 
device which can stop the 
comet from destroying the Earth. 
Movie spin-off games no longer carry the 
stigma of inferiority which they once did, as 
Westwood's stunning Blade Runner game has 
recently proved. With the great features listed 
above, and Kalisto Entertainment's steadily 


growing reputation for quality products, The 
Fifth Element looks like being a great game in 
its own right. 
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Wipe the streets of drug- 
addled scum, etc, etc. 


y the time Sin finally arrives, 

shoot-'em-up fans will no doubt 
have already played Quake II to death 
and will be looking for something else to 
satisfy their ‘roam around and blast 
everything in sight’ needs. Fortunately 
for them the company who brought them 
Quake II, Activision, are also behind Sin. 
However, this time it’s not id Software 
who are developing the game. A fresh 
new company called Ritual Entertainment 
have put together Sin and it looks to be 
a corker. Id are involved to an extent 
though as Ritual have grabbed the Quake 
engine and are spicing it up for 
something a little more refreshing. Sin 
is expected to be a lot more in- 
depth than Quake, and from 


The first-person shooter genre is soon to take off again with two big games on the way. 
Half-life looks to be a stunner, but Activision’s Sin is also tipped to be a blast. 
We see how it’s coming along... 


my visit to Activision recently this looks 
to be the case. 

Set in the year 2097, users take on 
the roll of hard nut Blade, Col. John R. 
Blade to be precise. He’s a member of an 
elite strike team named Hardcorps and 
they have been brought in to wipe the US 
streets of the usual scum, and, more 
importantly, a new biochemist crime lord 
called Elexis Sinclair. She has developed a 
powerful new drug called Dyforsanide 
which transforms ordinary, friendly, 
everyday people into mutants. As you can 
imagine, in their thousands these can 
prove a bit of a handful to cope with. 

As well as enjoying a giant penis 
statue in her bedroom (yes), Elexis’ 
primary desire is to take over the world. 


Naturally you would prefer her to get kicks 
from the enormous penis rather than take 
over the planet but, of course, it’s not all 
that simple! 

Players will need to battle through six 
different worlds in order to defeat 
destructive Elexis and stop the 
distribution of the drug. However, it’s not 
just a case of finding buttons to open 
doors and tiling the floors with enemy 
remains. Different weapons enable you to 
move on through settings and wrong 
moves in earlier levels can hinder the 
advancement in other areas. For example, 
if you accidentally cause water to flood 
somewhere, when you advance on you 
could find that you are swimming instead 
of walking. It’s all very detailed and 
careful gameplay will surely be necessary 
to master Sin. 

End of level bosses also look to be 
pretty tough. From ones with bats flying 
out of their backs to others with massive 
claws and generally rather ugly bodily 
features, players are required to take extra 
care when confronting these nasty beings. 


One thing which did get me excited when I 
visited the Activision offices in Santa Monica 
(no, not the red chilli at lunch thanks guys!) 
were the huge array of weapons on offer. 
Around 20 will be seen in the full game, 
including a Sniper Rifle (enabling your 
character to pick off the enemy from a 
distance), mini-robot launchers and remote 
control detonation devices! 

Like games such as 007 on the Nintendo 
64, you are also able to shoot the enemy in 
different parts of the body to receive various 
reactions. So, as you can imagine, a lot of 
work has gone into making the artificial 
intelligence as noticeable as possible. 


Making the game even more fun are a 
number of vehicles which can be driven. 
So, if you feel that you would be safer 
travelling around a level in a forklift truck 
or a jeep rather than on your feet, these 
are available to hop in, furthering the 
security and power of your character. 

Blade also gets himself a trusty 
sidekick who will relay information 
including tactical details, warnings, and 
hacks to security systems back to him. 
The helper will also be on hand to assist 
with firing at the enemy. which will no 
doubt prove useful for those slightly more 
aggressive attacks. 

Rich graphics (including masked 
and translucent textures) and some 
pretty special effects will also help to 
bring in gamers. From what I saw of 
the beta version, everything is coming 
along nicely. 


With the success of online gaming 
over the past year Ritual have also 
rightly implemented a series of special 
multiplayer levels which will no doubt 
attract some aggressive Internet play. 
This is no doubt a great move which 
will appeal to those with access to 
modems and Local Area Networks. 

So, do you still think Sin is going 
to be just like Quake II? Think again 
pal! Simor 
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As part of our continuous search for the latest on all the best upcoming new releases, 
we travelled up to Criterion Studio’s Guildford offices to find out more 
about the highly promising Redline Racer. 


aving scored a modicum of 

success with the release of 
Speedboat Attack, Criterion Studios have 
turned their attention from water-based 
racing action to the more familiar two 
wheeled variety for their latest release 
Redline Racer — an out-and-out arcade 
experience that promises to deliver some of 
the fastest racing action ever seen on a PC. 


Although Criterion are not renowned 
for racing games - in fact Speedboat 
Attack was its first real venture in to the 
market - it certainly seems to have an 
impressive title on its hands and one that 
could well have the beating of Electronic 
Arts' acclaimed Moto Racer. 


With a 3DFX card, Redline 
Racer looks superb 


At the start of Redline Racer players will 
have the choice of just two different 
bikes. There’s eight bikes overall, but 
only by racing and winning on certain 
tracks will players be able to access 
these additional, faster bikes. As you'd 
expect, the slower bikes have good 
handling making them ideal for learner 
drivers. The faster bikes are much more 
difficult to handle, so only accomplished 
players will be able to achieve much 


success with them. The competitive 


computer AI means that only by contrasting environments; Beach, English places with some tight turns. The Beach 
mastering how to race with the faster country lane, Alpine and Desert. Each of tracks, on the other hand, are much wider 
bikes will players be able to challenge these environments has its own unique with long, looping corners. Diverse 
for the number 1 spot on some of the racing conditions, giving players a weather conditions will add to the 
_ more demanding tracks. different challenge on each track. The challenge with players having to contend 
E There are eight different tracks in English country lane tracks, for example, with rain, fog and snow. As well as 
~ Redline Racer, set across four have a tarmac road surface giving good impeding visibility, these weather 


conditions will also affect the road surface. 


grip, but they can be extremely narrow in 


There's eight different bikes, each of which has its own unique attributes 
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Although eight tracks may not seem 
like much (compared to some of today’s 
games) Criterion make up for the lack of 
quantity with the quality of each one. 
Whether racing on the Beach, or in the 


As an arcade racing experience Redline 
Racer promises to leave the 
competition trailing in its slipstream. 
The game runs at between 30 to 60 


Alpines, the track designs in Redline 
Racer are superb and amongst the best 
we have ever seen! 

From what we have seen of the single 
player game, it should certainly keep most 
players engrossed for quite a while, but no 
game is complete these days without an 
extensive range of multiplayer options. In 
this respect, Redline Racer doesn't 
disappoint. Up to eight players can take 
part in thrilling races via either a Local 
Area Network (LAN), or the Internet. 


frames per second and sports some 
stunning 3D graphics. The tracks are 
lavishly detailed with some gorgeous 
backdrops and scenery. Particle effects 
like sparks add that extra little touch, 
as do the procedural textures like the 
skid marks and motion blur. 

The whole Redline experience 
promises to be something quite special, 
especially with 3D sound and a 
thumping music score that gets the 
adrenal gland working overtime. 


Up to eight players can join in on the action via the Internet or Local Area Network 


РВЕуіеу Ё 


With some superb arcade quality 
graphics, great track designs and 
unbelievably fast and smooth racing 
action, Redline Racer has the potential 
to knock Moto Racer off the top spot as 
king of the two-wheeled circuit. 
Additional features like Force Feedback 
support can only help it on its way. 

There’s a number of racing games in 
development at the moment that are 
showing the kind of gameplay and 
graphics that could take the genre one 
step further on the PC and Redline Racer 
is definitely one of them! We should 
find out if the game’s potential has 
been fully realized next month when 
we'll have a full review. 8 


Players will have to 
contend with snow, fog 
and occasionally rain 
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Publisher: Sierra 
Developer: Valve 

Release: May 

Website: www.sierra.com 
Players: 32 


| 
|, 


EF] 
iE 


ULTIMATE PG | ISSUE TWO | MAY 1998 


-ITE 


© This month we had the honour of traveling over to 
visit Valve, the developers of the game that will blow 
Quake Il out of your minds. 


he first we saw of this game was 

back at E3 last year. Being not 
really in anywhere near a completed state 
back then, we didn’t really imagine how 
important this game would grow to 
become. Now we know the truth about the 
game - it's definitely a step on from the 
best in first-person titles. Partly because at 
its heart is a refined and improved Quake 


engine, and partly because it was created 
by some of the best people for the job. 


Developers Valve were founded by Gabe 
Newell and Mike Harrington, who worked 
at Microsoft for around a decade. The first 
thing they did was to muster the best 
team they could to produce a game that 
would be a Quake beater. Harry Teasley was 
a level designer for Doom 64, Chuck Jones 
was an artist at 3D Realms and Apogee, 
and there are a whole bunch of other guys 
that I should mention with equally 
impressive stats. With all this experience 
under their belts it is hardly surprising 
that they would come up with something 
of worth. Saying that though, they are 
already working on another title which 
they refused to talk about, so they are not 
going to be resting on their laurels when 
they finish Half-life that’s for sure. 

It wasn't until Marc Laidlaw joined the 
team that things really fell into place though. 
They had loads of ideas but no real direction. 
Being a horror novelist, Marc was able to give 
the game its all-important storyline to make 
it as intense as all the other elements of the 
game. So let us give you a bit of background 
to Marc Laidlaw's storyline. 

Players appear in the game as a low 
level research assistant (not a fully trained 


marine) so you will have to learn to 
survive, which makes the game more 
desperate. You work in a laboratory testing 
all manner of dodgy substances, and you 
know after a while things are bound to go 
wrong. To begin with everything is normal; 
don’t have any weapons and you have to 
conduct your daily duties, finding and 
putting on your protective gear which you 
will you need before entering the more 
dangerous departments. The story 
progresses from you just being an average 


Unlike most games, the story evolves 
during play. Rather than spending many man 


hours making cut scenes, Valve have put that 


time into making the game itself look good. 


This is not a game like any other. Images 
alone do not really do this game justice; you 
really need to see things in motion and be 
able to hear it to be able to get the full 
impact. It is the attention to realism that 
gives Half-life the edge over anything we 


just the aliens that start dropping from the ceiling... 


guy to becoming the center of attention. 
Once the inevitable explosion occurs in the 
lab it becomes clear that it’s your job to do 
the business and find out what is going on 
behind the scenes. Before long you realize 
your enemies aren't just the aliens that 
start dropping from the ceiling, but also 
the army that you thought had come to 
save you. They are just here to clear the 
place up, even if it means wiping out 
innocents. Soon you become their prime 
objective. They are after your butt because 
you're the one that has found out about 
the dimensional portal which has opened 
our world up to the array of nasty guys, 
and it is you that gets to go to the alien 
planet and sort them out. Feel privileged! 


have seen to date from this genre. Expect to 
be scared out of your wits, horrified by the 
mutilations and blown away: by the 
explosions — both visual and audio. Even 
with fancy graphics and big effects, games 
do not always seem that real. Games such as 
Turok, for example, suffer from badly 
repetitive animation and Quake suffers from 
monsters that are not the brightest bulbs. Tt 
is the artificial intelligence that determines 
whether a game is believable or not. This is 
Half-life's strongest asset. 


The AI in the game is outstanding, and it 
means that each time you play things will 
happen differently each time. The game is a 


world that you visit, rather than in most 
egocentric games where everything revolves 
around the player alone. When you enter 
rooms and buildings there are people going 
about their business, not everyone jumps to 
greet you with artillery — a refreshing 
change. The animations of the characters can 
be cut into at any time. For example, if you 
spot a security guard in a bit of trouble with 
a Grunt, then you can intervene by either 
shooting the Grunt or shooting the security 
guard. So all of your moves and actions will 
affect your opponents in different ways – 
some may run away and get help, others will 
wear you down with a ruthless attack 
sequence and some will surround you from 
all sides. Each monster will require a 
different tactic to defeat it rather than just 
running about with a missile launcher and 
leaving your mind behind. Some can hear 
you coming before you see them and others 
use smell to track you down. You also won't 
see the monsters get stuck behind walls or 
take long routes around objects, as they can 
all detect things in the rooms. 

Coupled with the AI comes the cool 
animations to make events more believable. 
Valve have rewrote the Quake code so that 
each character can have many more 
animations, and this is noticeably smoother 
too. This gives freedom for each monster to 
have several attack moves: they cower when 
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There are times in the 
game where you can 
just get away from it 
all for a while 


ISSUE TWO. ULTIMATE PE 


|SHOWcase 


hit and some even itch at times. The 
monsters themselves are direct ports from 
the 3D studio models, with all the shading 
effects and even some cool chrome finished 
shoulders and visors. Valve have just stored 
compressed versions of the models using the 
bones that make up the models rather than 
the polygons themselves, which saves so 
much memory and allows for a more detailed 
detection system. The polygon count is now 


If you run about without 
looking where you are 
going you will soon find 
yourself shafted 


è 


huge, in the thousands rather than the 
hundreds for many of the creatures. And 
there's still more polygons to spare! 

Time has been spent on applying 
details such as the movable eyes and 
mouths to the animals to give more of a 
realistic feel. For example, there is a mean 
shark-type creature that rolls its eyes back 
as it attacks your head, which is kind of 
scary. It swims as gracefully as those slimy 
fellers in Alien Resurrection. 

When you add all this together you 
have so much versatility that the only 
limitation is the artist's imagination. 
This also gives the artists room to put in 
more humour to the game too. The game 
has that same cool humor that we saw in 
Carmageddon; loads of innocent people 
getting it bad in the face (the scientists) 
and authority-bashing public incidents 
where the army come in to shut down 
the place, wasting everyone in their path 
- violence has never looked so bad. So 
what with the army and unpredictable 
aliens on your back, things are really 
going to be tough - but how have they 
managed to make things a bit more 
manageable for beginners? 


There are two elements that have been 
added to the game to lead people in 
steadily — one is the fact that there are 
many friendly units dotted about minding 
their own business, and the other is the 
levels’ design. Yes, sure you can have a 
laugh wasting a few scientists just because 


Look at the blighters, they really don’t know what is going on, you can guess what happens next 
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you can, but it is better not to. They are 


quite important to you as you will need 
them later to give you access to certain 
areas of the base, and they give you more 
health and help you solve puzzles. There 
are also security guards dotted about the 
place that are quite handy with a gun, but 
are not really up to much against many of 
the monsters. You can command these 
allies to follow you and give you support 
whenever you need it, and it is pretty 
certain you will. Even if you just take into 
account the assassins that come in later, 
they are going to be really tough to track 
down and deal with. They have amazing 
acrobatic skills and you wouldn't sniff at 

t 


heir combat abilities either, so a security 
guard can fend them off while you take 
them from behind. 

To make the game a bit easier at the 
beginning you are allowed to get accustomed 
to the world before you are attacked. You 
begin the game in the straightforward 
manner of going to work on the train, you 
move through the lab like it is a normal day, 
but then comes the devastating explosion 
where you get to see some major destruction 
and the place turns into something of an 
obstacle course. You are not threatened for 
quite a while into the game. The first time 
you witness a monster is when you see the 
Head Crabs drop in from nowhere. These 
critters are football-sized, four-legged crab- 
like affairs that jump at your skull and try to 


dig their horn-like legs into your shoulders. 
You soon see a few unfortunate scientists 
that have already met the creatures and they 
are not a pretty sight. 


The glorious attention to detail, even in 
these early stages, looks set to create a 
totally immersive, engaging and damn 
impressive gaming environment. We are 
also not talking about a dull and dingy 
world either. The levels have enough 


variety, color and surprises to keep 
players interested for hours. To keep this 
environment as realistic as possible, Valve 
have made the level transitions seamless. 
You can throw a grenade into the next 
level and see it explode, and the monsters 
you are trying to run from can follow you 
into the next level too - there is no 
escape! The only thing you seem to 
notice in your passage through a level is 
the Half-life symbol which flashes up on 
the screen. 

More realism is gained by having 
environmental effects such as water that 
lets things float and sink depending on 
their mass and weight. If there are spills 
on the floor then you will slide about, 
which is a weird experience. There are also 
currents in the drainage ditches that drag 
you along. Add to that some hot sound 
effects and music to spice things up and 
you start to realize that this is not your 


This lift takes you down into the depths of the base and into some seriously boggy places 


average game. For example, when you 
shoot in a confined space the sound will 
be different than in a big hall. The 
lighting is spot on. They do a nice line in 
strip lights and a few other new things 
that we haven't seen before which give 


the game a more natural feel. Also, your 
interaction with the environment is more 
noticeable. Burn marks appear on walls 

after explosions, broken glass litters the 


floor and blood drips from the ceiling. One 
of the designers said they were influenced 


by the Eidos game Myth, so if you know 
that title, you will know what we're 
getting at. 


It is difficult to see how this game can 


fail. Already looking much better than 
anything currently released of a similar 
nature, Half-life is bound to be a hit - 
Valve are even working on some new 
modes for the multiplayer game. The level 
designers were saying that they loved 
'capture the flag; so expect something 


along those lines, and it would be criminal 
not to have a deathmatch in there, but the 


last thing were saw them working on was 
placing laser guidance systems on the 
guns. This will add a level of excitement 
when you turn a corner and there is a 
beam of light across the corridor. 
Half-life is too good to be true, but 
we'll have to wait a bit longer before we 


see it on the shelves - at the moment we 


are looking at a May release. = 
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have much more 
animation per . 
character top. 
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Die By The Sword, from ген in Í 

is a new piros combat game with some | 

unique tures which its creators 0277 

| put orward as a challenger to the = 
| Supremacy of Tomb Raider Hii i 
| adventure stakes. А bo 
but has the game got Ww 
knock Lara from her pedestal? There S 
certainly a lot of interest in the game, $ 
we take a special look at the finished — 
product and see if Gore Design have finally 

gat something to worry about... 
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l n the КС expanding genre of 3D 


ES 
In the small but f adventure games, it is becoming 
intensely competitive 2-4 increasingly difficult to tell the various 
world of 3D adventure different titles apart. Between Outcast, 
games, Tomb Raider П { Dreams and Tomb Raider there are more 
and Quake П are similarities than differences, and as for 
currentiy the `- the various incarnations of Doom, Quake 


unquestioned leaders 
of the pack, and not @ 
surprisingly, everyone 
wants to make 2 what sells, they put pressure on 

game just like them. developers to ‘come up with something 

However, the reason dike Tomb Raider ІГ, and before you know 

these games are so HR you have a shelf full of almost identical seen the game at an earlier stage of mission to save his beloved Maya, who 
good is the unique and slightly substandard games. development and was certainly aware of its has been kidnapped by a horde of 
talents working at - As a reviewer, I find this situation very many features. The game has been monsters, including the standard 

Core and id, not some $ depressing. It not only stifles the creativity promoted as being the next big thing in 3D Tolkienesque fantasy Orcs and Kobolds. 


magic formula of some very talented games designers, it " 
I spend all day looking at endless, 


inherent in the genre. Б also means I spend all day looking at 


Just because a game " ndless, seen-it-before Quake clones. sgen-it-before Quake clones 

looks а bit like Tomb £ 

Raider, it doesn't $ t a dirty job adventure gaming, and the pretender to The game has several original 

follow that it will be Since I tend to do the reviews of most of the throne currently occupied by Lara Croft. features, but the most unique is the 

any good. — the 3D adventure games, it fell to me to Die By The Sword is a fantasy sword & new VSIM motion control - a system 
ШЕУ get to grips with Interplays much-hyped sorcery adventure in which you play a which allows the player to directly 

several attempts to new title Die By The Sword. I had already heroic warrior called Enric, who is on a control the character's sword arm by 

take Lara Croft's moving the mouse. The modeling of the 


crown, most notably character's movements uses a 


“a 


Dreams, from Cryo B physics based system, rather than 
Interactive, and d : the more usual motion-capture 
Outcast, from = technique used in other similar 
Infogrames. Both are MEE z d games. The movement of the sword 
good games in their { 4 > y с arm takes into account the 

own right, but 2 A x 3 musculature of the arm, the mass 
neither have quite E EA 7 : ic» of the sword, and the movement of 
the combination of = ES à = X a the body that the arm is hopefully 


winning features 
that made Tomb 
Raider П our top 
game of 1997. 

As for Quake H, 
its lead is secure 
enough for now, but 
І want to see Valve's 
Half-life, due out in 


May, before I say Es 


En машым . You either wade in to the fight, or run 


still үш to. 

The theory behind VSIM is that it will give 
a more realistic and lifelike feel to combat 
and movement. In practise, it has to be 
said that this technique requires a lot of 
patience to get right. Until you get used 
to it, you will find yourself flailing around 
with the sword, looking exactly like 
someone who doesn't have a clue how to 
fight. You have to steer the character with 
keyboard commands for forwards and 
backwards, side-stepping and turning, 


The optional health bar can be helpful, as it is very easy to get killed in this game. Too easy, in fact 


which makes it very difficult to co- 
ordinate moving Enric's sword with your 
mouse hand while trying to keep him 
facing his opponent. Perhaps a good idea 
would have been an option to make Enric 
automatically face his nearest opponent, 
leaving you free to get the most out of 
the VSIM mouse control. That being said, 
when you do get the hang of it you can 


get in the occasional good swing and send Е. 


your enemy flying. 
One novel feature of the combat 
system is the ability to sever limbs and 


more interesting and means you 
can trip and fall over, but the 
which make up the id 


planted through 
a bit disconc 


games. The ni 

is rather low, мії 
texture maps for clo А 
features аге stretc ved over. f 
corners to look that realisti 


unm 
Sword, 


For a game te 
succeed, it must 
have more than just 
visual appeal. When 
you play 2 computer 
game, you expect to 
get a certain reward 
proportionat to the 
effort expended to 


eam it. Whether 
js. that reward is a ht, or at least wave your sword 
spectacular end of 1 , even if you foolishly step into a 
level animation, a trap and get yourself hoisted to the 
major character *ceiling by your ankle. If you can swing 
9 your sword skillfully enough you can even 


cut the rope and free yourself. 
^^ 


Trading blows 
^ response. One major saving grace of the slightly to leave yourself plenty of room to make Internet and trade them with other players. 
If the reward is too unwieldy combat system is the inclusion of some of the more extravagant moves, and While on the subject of attacking 
i smali for the effort, a move editor, which enables you to put you still have to steer the character into moves, the enemy monsters’ attacks are 
t — together a series of attacks and assign position to use the attacks. The game's not as well handled as they could have 
i them to a single key. This speeds up multiplayer Internet/LAN option allows you been. They seem to have only two combat 
F^ combat somewhat, although you do have to download special combinations off the modes; keep out of range and do nothing, 
- " ^ f or run up as close as they can and thrash 
ui achievement. This is ' wildly. This is a shame, because if the 
| | what we mean Бу 8 і monsters’ moves were slightly better 
ж | the word ‘gameplay ҹа; d 3 planned, the fighting would be a lot more 
: . p dE = к, fun. In theory the VSIM control should 
! 5 : allow you to literally fence with an 


opponent, but the fights usually just end 
up as being hacking contests. Still, it's all 
good fun and the fencing can be left to 
the pros who want to take part in head- 
to-head combat in the arenas (more on 
these later). 

One rather strange omission is any 
use of missile weapons. If I were an 
heroic warrior, setting out to rescue the 
love of my life from the ravening hordes 
of evil, I think I would pack at least a 
crossbow and a couple of throwing 
daggers. However, Enric has no such 
luxuries. I can only assume that having 
expended so much effort trying to get 
the VSIM system to work properly, the 
developers decided not to detract from it 
by including ranged weapons. 


Watch your step 


There are several modes of play. The main 


Some of the texture maps look a bit crude, and the lighting effects are not as good as those in Quake I or Tomb Raider ЇЇ 


one is the Quest mode, in which you search 
through a maze of caves and tunnels on 
your mission to find your lost beloved, 
fighting monsters and solving puzzles in the 


best fantasy role-playing tradition. The other 
main mode is the Arena, a beat-'em-up style 
contest in which you pick a character from a 
list including Enric, an unnamed female 
warrior, plus any of the game's many 
different monsters, including skeletons, 
dwarves, and ‘magma men; who are made of 
stone and are, of course, rock hard. 

Whoever you choose to be, you have to 
fight a series of gladiatorial contests against 
ever harder foes, often as many as three at a 
time. There are several different arenas, each 
with a number of environmental hazards. 
One has a bridge over a pool of lava, 
another has rotating blades swinging from 
he ceiling, a third is built up of multiple 
evels interconnected by ramps, with a fatal 
all awaiting the first misplaced step. There 
is also the tournament mode, which can be 
played against a human opponent over the 
nternet or Local Area Network. You fight as 
Enric, and can pick an arena to fight in, but 
other than that it is similar to the 
ournament mode. 


When all else has been said, and it is time 
for your reviewer to give his final verdict, 
I have to say that I enjoyed playing this 
game, but not quite as much as I had 
hoped. Although it has several potentially 
good ideas, they could have been better 
implemented and thus are a little spoiled. 
Visually, the game is nothing special. Even 
with a 3D accelerator card, the graphics 
do not measure up to the other recent 
games in this genre, and look crude by 


comparison. As for the puzzle-solving 
element, I would have to say that as both 
a player and a writer of fantasy adventure 
games, I found them to be challenging 


without being ridiculously obscure. 
When all is said and done, Die By 

The Sword is innovative and 

entertaining. The only real problem is 


You will need a lat of practise and a lot of luck to defeat even an Ore, and there are tougher foes 


that so much effort has been expended 
on the implementation of the VSIM 


system that other areas of the game 
seem to have suffered for it. Lara can 
rest easy, but Die by the Sword makes a 
valiant effort at trying to add something 


having only a huge sword 
to fight with can be a bit 
of a disadvantage 
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A valiant effort, 
but not as good as 
it might have been. 
If more thought 
had been put in to 
the combat system | 
this could have 
been a 90+ 
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Powerboa 
Racing 


Q. How do you turn a good racing game into a great racing game? 
A. Just add water? 


4 
„А 


acing games have been around for 

as long as the machines capable 
of running them. But since the days of Pole 
Position and Out Run, most of them have 
had one thing in common - roads. In the 
early days these were completely flat with 
seemingly randomly generated corners and 
the occasional tree or building flying past 
to assist the illusion of speed. The cars 
weren't much better either, a few jerky 
frames of animation to make it look like 
the wheels were in motion and very little 
in the way of handling — perhaps the good 
old days of gaming that we're always 
hearing about weren't quite as special as 
many of us like to think? 


Fortunately, as arcade machines, home 
computers and game consoles have improved, 


00:08:34 


59:59:99 


00:38:40 
53:53:33 


As these screenshots indicate, the courses in Powerboat Racing are many and varied — with the added option of racing at different times of day 


00:01:24 
59:59:99 


so has the quality of our racing games, and 
we are now able to experience the thrills of 
driving a real Formula 1 car around a real 
Formula 1 circuit, or even take part in a 32 
car Destruction Derby! And as well as seeking 
to improve upon the concept of road racing 


six years ago that it will soon be spawning a 
sequel on the Nintendo 64 super console. 
Since then we've seen gamesplayers racing 
everything from aeroplanes and BMX bikes to 
submarines and zeppelins, and although some 
of these vehicles have made little more than 


is that it has plenty of game options - 


games, programmers are now increasingly 
looking for ways to make their games original 
by removing the cars all together and 
utilizing some other form of transport. My 
first memory of a game doing this 
successfully would have to be the original F- 
Zero game on the Super Nintendo, which saw 
gamesplayers racing around futuristic tracks 
in supercharged hovercraft and was so good 


cameo appearances in a single game, one 
form of racing that seems to be becoming 
increasingly popular in computer games is 
racing on water. Whether it be standing on a 
jet ski or sitting in a speedboat, there's 
something about a nice blue track with its 
own movement that is infinitely more 
appealing than the grey tarmac we all see on 
our way to work every day. 


i 
Ba 


Powerboat Racing 
makes a fresh change 
from tarmac and tires 
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The first thing you'll notice about 
Powerboat Racing is that it has plenty of 
game options. As well as the usual 
championship, arcade and time trial modes 
that we've come to expect from this genre 
you'll find a slalom mode where all of the 
tracks have buoys for you to weave in and 
out of, and an interesting mode called 
shoot-out, which basically places six boats 
in a five lap race with the boat that’s 
running in last place at the end of each 
lap going home for an early scrub down. 
This particular option is especially good if 
you get six players networked, which 
incidentally, you will only need one copy 
of the game to do. 


Once you've selected your game style 
you'll be offered one of three classes to 
race in (which serve as difficulty settings 
basically), each of which contain six 
different boats which are all available to 
you. It's mildly disappointing that all of 
the boats on offer are extremely similar, 
but this is because when you play in a 
network game no two players can use the 
same boat and so this ensures that all the 
players' craft are evenly matched. 

At this point it's worth mentioning that 
upon completing certain aspects of the 
game in the monohull boats you'll gain 
access to a fourth racing class and then be 
able to race in the faster and more difficult 
to control catamarans – but that's a long 
way off yet. First you'll not only have to 
master the steering of your chosen boat, but 
familiarize yourself with the concept of trim, 
which basically controls the angle of the 
nose of the hull. By getting the nose high 
and as much of the boat out of the water as 
possible without taking off you'll increase 
the top speed of your powerboat but reduce 
it's manoeuvrability. Although you'll find 
that with practise you can take certain 
corners even while trimmed up, initially 
you'll need to concentrate as much on your 
up and down as you do on your left and 
right if you're to be successful. 


There are nine tracks for you to race around 
in Powerboat Racing, all of which are well 
designed with alternative routes, shortcuts, 
jump ramps, and the occasional moving 
obstacle. Many of the shortcuts involve little 
more than cutting a corner, but there also 
some more difficult shortcuts that are only 
available at certain points during the race as 
other vehicles such as barges and 
helicopters move to reveal previously hidden 
tunnels or channels. These shortcuts 
definitely add something to Powerboat 
Racing as players try to remember when 
they'll be available and often end up going 
the wrong way, but one minor irritation is 
that once they're available you'll almost 
always run into an obstacle if you try to 
take the normal route instead – shortcuts in 
racing games are great if they mean 
choosing to risk a more difficult racing line, 


Homan. 5 CPUS 


Speeding along at a rate of knots is fine — until someone approves the building of a bridge right in front of you. Look out! 
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but I personally don’t think that they should 
ever be compulsory because the element of 


gaining an advantage over another racer by 
taking the shortcut becomes obsolete. 

One way that you can occasionally gain 
places in a race is by making a good job of 
negotiating the ramps. When approaching a 
jump you have to adjust your trim to suit 
the angle of the ramp - too much and you'll 
find yourself performing a spectacular 
backwards somersault, which more often 
than not sees your craft landing belly up - 
but if you don't give it enough trim you'll 
find yourself nose-diving into the water and 
struggling to control your boat as it does a 
mediocre impression of a submarine. If you 
can master the art of jumping in Powerboat 
Racing then you should be well on the way 
to completing your first season, because I'm 
pleased to report that the AI racers are just 
as capable of getting it wrong às you are - 
it's such a relief to find a racing game where 
every AI opponent isn't a world champion! 

Although I've never raced a powerboat 
in real life I would imagine that the 


hie 


handling in Powerboat Racing is very 
realistic, as the boats seem to react very 
differently depending on how harshly you 
try to steer them, and I have to say that 
a well taken corner is every bit as 
satisfying as successfully powersliding 
around one in a tarmac based racer. 

The graphics, as you'd expect from a 


5 


; 
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game utilizing the 3Dfx сага, are smooth, 
fast, and incorporate some stunning 
transparency effects which at times allow 
you to see sharks and other marine life 
below the surface as you whizz past. 


Powerboat Racing has enough gameplay 
and options to keep even the most 
demanding of gamesplayers occupied for a 
good length of time. If you're not a fan of 
the genre then this won't be the game 
that converts you, but if you enjoy racing 
games and maybe feel like a bit of a 
change, you could do a lot worse than 


Powerboat Racing. Justin 


Whether you're cruising through a tunnel or practising your submarine impression, choosing the right view is of paramount importance 
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If you're a racing fan 
and you don't mind 
getting wet then 
this is definitely 
worth a look 


VERDICT 
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The 3D environments in 
Dark Omen are 
quite superb 


(though it never came close to 

matching the legendary status of 
Westwood's Command and Conquer, for 
some people SSI's Warhammer: 
Shadow of the Horned Rat was a 
more appealing title. C&C was 
undoubtedly an excellent 
game, but behind the 
graphics and underneath all 
the real-time action where 
was the strategy? Build 
more tanks than the 
opposition and the 
chances were you'd 
win, no matter how 
you went about 
achieving your goal. For 
those who wanted a real- 
time wargame where 
things such as troop 
positioning, experience 
and line-of-sight could 
influence the outcome 
of each battle, Shadow 
| of the Horned Rat was a 

much tastier 

Г, proposition. The only snag 
was that it was too damn 


|p 17 
CHE БЕ 


Shadow of the Horned Rat had potential but was never fully realized, 
can Electronic Arts get it right second time around with Dark Omen? 


Wile 


hard! Forget a learning curve, or With an Undead army marching across 
progressively more difficult missions, Shadow the Warhammer world wrecking havoc as 
of the Horned Rat threw players straight in they go, it’s up to Bernhadt and his men 
at the deep end and often left them to halt their advance and return them 
floundering for breath as they drowned in an back to the grave. This is achieved 
oncoming sea of orcs and goblins. This through fighting and winning a number of 


can move around and pan in and out with as they please 


problem with the difficulty is just one that real-time battles which are strung 

the developers of Dark Omen, SSI, have tried together to form a campaign. Set in 

and succeeded in addressing. lusciously detailed, 3D environments these 
Players are once again cast as battles are fought in much the same way 

Commander Bernhadt, leader of a small as in the original (and in a similar fashion 

mercenary army. At the beginning of the 

game this army consists of just three units, 

but as players progress more units will offer 


their support. Come the end of the game 
players can have in excess of fifteen 
different units at their disposal. These 
units range from mortars and archers 
through to infantry and heavy cavalry and 


each has its own strengths and weaknesses. 


Attack your enemies from a safe distance with long-range archers and powerful magicians 


to Myth) with players marshalling their 
troops around the battlefield in an 
attempt to gain an advantage over the 
enemy and then ‘crush them’, as Bernhadt 
likes to say! Unlike in C&C, where 
superiority of numbers counted for more 
than any strategy or tactic, in Dark Omen 
players have to develop and master a wide 
range of different strategies if they don’t 
want to join the walking dead! 

Players control their units in battle via 
a small control panel at the bottom of the 
screen. From this panel players can hand 
out orders to their troops such as move, 
engage (hand-to-hand, or with missiles) 
and retreat. It’s simple and intuitive and 
gives players complete control over their 
troops’ actions. The only thing I would say 
is that the retreat and engage buttons are 
badly positioned side-by-side. In the heat 
of battle it’s all too easy to 
accidentally press the retreat 
button which can throw your 
whole battle strategy out of 
the window. 

Learning how to make the 
most of each unit's strength and 
how to protect them 
from their 
weaknesses is an 


important key to success on the battlefield. 
For example, placing archers on high 
ground extends their firing range and gives 
them a good view of the battlefield. 
Unfortunately, they are weak in hand-to- 
hand combat and so need to be protected 
by infantry, or cavalry. 

It's equally important for players to be 
able to see and hear exactly what is 
happening on the battlefield at all times. 
Dark Omen uses a free floating camera 
which players can move around and pan in 
and out with as they please. Due to the 
large size of the battle maps though, even 
when panned out the camera doesn’t give 
a complete view of the battlefield. As a 
battle starts to unfold, it’s important for 
players to have quick and easy access to 
each of their units. Dark Omen delivers 
this through a number of shields which 
appear at the side of the screen when 
units are off-screen. These shields are 
emblazoned with each unit's 
insignia, so that players know 
exactly which unit it 
represents. Double clicking on 
a shield will center the camera 
view straight on to that unit, 
helping players to cut down the 
time consuming business of 


trying to find where their units are. Even 
with these shortcuts to each unit, it’s 
impossible to see everything that goes on 
throughout the course of a battle. 
Fortunately, audio messages of all 
important incidents are relayed to the 
player through the leader of each unit so 
that they don’t miss out on anything. 

No matter how good a General a player 
is, it's inevitable that they'll suffer 
casualties at some point in the game. As 
the troops left from one battle are carried 
on in to the next, it's important to replace 
any casualties immediately. To help cover 
the cost of this, players are awarded cash 
at the end of each successful fight. 
Although this sounds fairly straightforward, 
should players suffer too many casualties 
in a particular battle, they may not have 
enough money to get all their units back 
up to a full compliment. This obviously 
then makes the next battle harder to win 

In terms of multiplayer options, Dark 
Omen supports Internet, direct modem- 
to-modem and network, although the 


one player game is strong enough in 
itself to keep players engrossed for a 
long, long time. 


View the battlefield before deploying troops 
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The more experience a 
Magician has, the more 
attacking and defensive 
spells he can cast 


OUT NOW 
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Anyone who liked 
the original game, 
but was frustrated 
by how difficult it was, 
is going to love 
this sequel 


VERDICT 
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ITEM 


The aiming arc shown 
here is very useful as 
you can make the ball go 
round corners 


FOX 


че 


t the moment everyone's getting 

excited about Jack Nicklaus 5, a 
decent golf game with what seemed like 
spot on graphics. That was until we 
received our copy of Fox Golf 2. 

We were initially taken back by the scope 
and look of the game, especially in the 3DFX 
version. This game, more than any other 
game I have seen, really captures the essence 
and atmosphere of golf. I think it is partly to 
do with the excellent use of roving cameras 
that give you the same angles as those you 
would expect to see from television coverage. 
This is especially noticeable on the greens, 
giving the game the tension it holds in real 
life as a ball trickles towards the hole. These 
camera angles are also put to good use with 
a ‘fly by’ option that gives players a bird's 
eye view of each hole, and surprisingly a 
‘walk the hole’ feature that gives players 
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time just to stroll up and down the fairway 
looking for divots and other hazards, all in 
the first-person. 

This is just one of the many features 
that give the game a class feel. Another is 
the simplistic and straightforward front end. 
The menu screens use a mouse pointer for 
navigation and it is here where you can make 
all your decisions about the type of game 
you wish to play. Most important I suppose 
are the modes of play. Practise lets you play 
through any of the courses without affecting 
your stats. There is even a driving range, 
which is an excellent feature, especially 
when you are trying to get your head around 
the true swing mode, but more of that later. 
Once you have got yourself up to a decent 
level you can have a stab at Strokeplay. This 
is probably the most recognizable of modes; 
one round over either nine or 18 holes where 
the player with the lowest score wins. For 


Golf may never be the same again. An excellent addition to the Fox series, this 
golf game offers unsurpassed gameplay and atmosphere — 
it's a shame we didn't see Fox Golf 1. 


the more seasoned player you have 
Matchplay and Skins – just name your price 
per hole then pull in the pot. 

The meat of the matter comes when 
you start to play the Ama Tour. Any new 


player starts with a massive handicap. The 
amateur tour is designed to allow players 
to improve before they have a go at the 
Pro Tour selection. In fact they will only 
be considered once they have brought 
their handicap back down to zero or 


scratch. This is a really good idea, adding 
so much more of a challenge to the game 
and upping the realism in that you have 
to prove yourself before competing 
against the best in a major championship. 


So just how realistic is the game on the 
whole? Well, as I have already said, there is 
a good atmosphere to the game. There are 
changes in the weather conditions which 
alter the amount of run-on, shifting in the 
wind and so on. This makes the game quite 
natural. The golfers themselves are not so 
realistic as to look scary, but animated well 
enough to be believable. The same goes for 
the backgrounds too - sometimes if things 
are too photorealistic they look odd and 
things don't gel very well. 

There's some nice commentary from 
some of the biggest voices in the golf 
world, in fact around 3000 samples. The 
main worry with commentary in sports 
games is whether you're going to get too 
much repetition, which can turn into a 
real annoyance. Luckily Gremlin have 
managed to avoid this quite successfully, 
and I only noticed a few occasions when 
sentences were repeated, apart from the 
obvious mentioning of the name at the 
end of each shot, hole, etc. This must be 
commended. They also have done a 
pretty good job with the sound effects 
too - listen out for the raspy sounding 
cow though, because it can put you off a 
shot or two. 

AlL in all the general feel of the game 
is strong, the graphics make the courses 
look like some of the most three 
dimensional on the PC. Unfortunately the 
bushes and trees don't quite look right for 
some reason and often, even from tee off 
positions, the camera is located in a tree 
casting a fussy green veil over the screen. 


It just means you have to select the 
option menu and move the camera forward 
slightly. Not a big deal. 

The golf itself is spot on; good 
animations, and not just of golfers 
swinging, makes players feel more 
involved with each course rather than 
just a collection of holes. The speed of 
the game is reasonable; you can always 
Click on the mouse if a computer 
opponent is taking his time. Talking of 
computer opponents, they seem to be of 
a high caliber - I certainly don't think I 
would ever be able to hole a ball from 
170 yards, but this doesn't happen often. 
In theory this shouldn't be a problem for 
gamers either. There are so many control 
types, clubs, camera angles, arc, wind 
detectors and the like that any player 
should be able to find their feet. Gremlin 
provide both two point click and three 
point click swing meters, as well as their 


= 
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own take on true swing mouse control 
which happens to be one of the best I 
have struggled with. 


So is there anything wrong with it? The 
line up arc control can get erratic if you 
start clicking at the wrong points, but then 
that is just down to concentration. The 
accuracy clickpoint is very sensitive to 
mistakes, so you really have be on the ball. 
With the true swing control system you 
have a handy mouse sensitivity option, so 
in some ways the game is made easier. You 
are left to your own devices most of the 
time, there are no caddies that offer their 
opinions, and all you get when you perform 
a dud shot is a good slating from the 
commentators, which players obviously 
wouldn't hear in real life. This does get a 
bit annoying and means that have to rely 
on practising a lot to improve. The courses 
are good, offering a broad range of hazards 
from water, bushes or sand (especially the 
Arizona course). 

Fox Golf 2 is the most playable golf 
game I have played - and enjoyed. With 
the Amateur progression through to 
Professional providing a good challenge, 
3DFX and Power RD support and Internet 
play to top it all, this will be the golf 
game to beat. 


The game is full of hazards on every hole — one false move and you will find yourself in the drink 
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It will be hard to make 
a golf game more 
realistic and fun 

than Fox Golf 2, but 

where was 

Fox Golf 1? 
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Battiespire 


Bethesda Softworks’ latest title brings us a great new angle on fantasy adventure role-playing. 


antasy role-playing games, 

such as Advanced Dungeons 
and Dragons or RuneQuest, have been 
around for about twenty-five years or 
so, and despite the best efforts of the 
more rabid Christian fundamentalists, 
they have remained extremely popular. 
They may have a slightly nerdy image 
to those who don’t play them, but for 
those that do, they make an 
imaginative and enjoyable hobby which 
can last a lifetime. It is probably fair 
to say that without the games and 
rules systems developed by companies 
like TSR, many of the advanced 


computer games we all enjoy would 
never have been written. 


Every so often someone will try and capture 
the atmosphere of a good game of AD&D in 
the format of a computer game. Sometimes 
they succeed, more often they fail. The 
sense of mystery and adventure necessary 
for a good fantasy game is difficult to get 
right. However, with Battlespire, Bethesda 


Software have succeeded brilliantly. The 
game combines the personal involvement of 
developing your own character with physical 
attributes, weapon skills, and magical 
abilities, with a well crafted plot of fantasy, 
mystery and intrigue. The game is a first- 
person (Doom-style) perspective adventure, 
in which you play a young adventurer who 
must recover the magical fortress of the 
Battlespire from the enemies who have 
taken control of it. You must do this single- 
handed, of course, but then you wouldn't be 
much of a hero (or heroine) if you needed 
help to get the job done, would you? 


From the outset, you have complete 
flexibility over your character, and this is 


one of the game's great strengths. You can 
choose to be male or female, of six 
different races, and you can photo-fit an 


The atmospheric lighting effects and imaginative design of the dungeon environment help ta draw you right into the strange world of Battlespire 
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appearance for your new alter-ego. Then 


you get into the character classes. You can 


select one of eighteen pre-defined classes, 
such as Battlemage, Acrobat, Monk, Ranger, 


etc. or custom build your own from scratch. 


You start with eight Attributes: 
Strength, Intelligence, Willpower, Agility, 
Endurance, Personality, and Speed, each of 
which is allocated an initial fifty points. 
You also have several thousand points to 
build with, and these must be distributed 
between the Attributes, used for buying 
equipment and magic items and spells, and 
gaining the vital skills your new character 
will need to survive. You select the skills 
you want your character to have, and 
allocate points to build those skills up. 


You can also buy wound points, which are 
an indicator of how much damage your 
character can sustain before keeling over. 


Once you have finished designing your 
character, you can begin the adventure. The 
Battlespire was used as a training area and 
proving ground by the Lords of Tamreil, and 
your character turns up expecting to find a 
challenge, but finds instead that the Spire 
has been taken over by the minions of 


Mehunes Dagon, an evil Daedra lord. You 
have your work cut out for you just to stay 
alive, but you have to try and free the Spire 
from the hands of your enemies. There are 
one or two allies hiding in various locations, 
but you are pretty much on your own. 

The storyline of this game follows on 
from previous Bethesda games, the Elder 
Scrolls series, which were quite popular, 
and Battlespire is the first in a new series 
of games, to be known as the Legend 
Series. If they are all as good as this 
one, I may have to buy the lot. 


The game runs smoothly on a P200 in 
high resolution mode in all but the 
largest screen size. Full screen was a 
little bit twitchy and the frame rate 


dropped noticeably, but the option to 


reduce the screen size to whatever 
your machine can cope with is a 
definite bonus. 

I can’t help but have a small twinge 
of regret that the game doesn’t make 
use of hardware acceleration. It would 
look superb with 3Dfx implementation, 
and maybe the later games in the series 
will have this feature. Even so, the 
lighting effects are superbly 
atmospheric, dark and moody with lots 
of threatening shadows. 

I have not the space here to go into 
the online multiplayer scenarios in any 
detail, but you can play team games, 
head-to-head deathmatches, or 
cooperative games over the Internet or 
Local Area Network, with up to eight 
people joining in the fun. All in all, this 


is an excellent and highly original game 
with a load of great features. I look 
forward to the rest of the series. Cliff 


Monsters are very persistent, and will follow you for ages if you don’t kill them first 
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A well designed 
and highly original 
game from people 
who plainly know 

fantasy role 
playing like 
the back of a hobbit 
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At its heart lies a Command and Conquer style engine, but the exterior of 


arbreeds is a breath of fresh air 

in a number of ways. Firstly it’s 
Red Orb’s first title to be developed by 
their in-house team. The company have 
been busy publishing some big games 
such as Riven and the third in the 
Journeyman Project series. This game is 
drastically different from the adventure 
games we have been used to seeing from 
Red Orb to date. 

Essentially it’s a real-time strategy 
game but without the use of tanks, 
helicopters or other standard military 
units. Instead, as the name implies, the 
game centers around the breeding of super 
beings, the ultimate warriors, by genetic 


engineering. This idea had already been 
explored in Tone Rebellion, the somewhat 
underrated game by The Logic Factory 
where four sides battle over a valuable 
resource called Tone. Warbreeds though is 
closer to the likes of Age Of Empires and 
has taken on some good new ideas. The 
main feature of the game is the way the 
research and development is carried out. 


Most C&C style games leave the research 
and development up in the air. Players tend 
to just choose certain units to develop but 
are unable to alter the way the units look, 
work or act. In this way the tactical side 


a metamorphosis. 


becomes redundant, turning the game into 
a plain race for technology rather than an 
acute decision making process which 
affects the state of play. Warbreeds adds a 
new twist to development; a more hands 
on approach is utilised to select weapons 
and the like for your units under 
construction, adding a new level of 
excitement and tactics. There are many 
games where you can just upgrade units, 
but this is totally different. If you are 
already thinking that this would be a great 
addition to the long list of C&C clones then 
you won't have to wait much longer. Media 
Station's Extreme Tactics is set to do just 
that; you will be able to customize chassis, 
weapons, shields, the lot. 


I won't labor the story too much here. 
What I will say though is that the main 
species on the planet Aeolia are called the 
Yedda. They are the ones that have been 
playing about with genetic engineering 
and they are the ones that will have to 


pay the consequences. By creating a new 
race to defend themselves from outside 
threats, their offspring, the Magha, have 


Intra sequences are often good for a laugh and this one is no exception. You are witness to some serious beheading when all the boring bits are over! 
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taken it upon themselves to devour their 
parents. The threat seems suddenly closer 
to home. 


The game is split into a number of modes, 
with training missions to get you into the 
swing of things – especially the ‘easy 
when you know how’ topic of gene 
collection. All the movement of troops is 
standard click and drag, though it seems 
difficult to section off groups for more 
varied attack ideas. The campaigns are not 
linear in the sense that there are one to 


forty and you have to do them in order. If 
you choose to opt for the Tanu 
Ascendancy then you begin with a choice 
of two levels; complete one of them and 


you will be given the choice of another 
two, so the levels fan out like a tree. This 
may make things very difficult to 
complete a game totally. The early 
missions don’t allow players to delve into 
gene collecting and some of the other 


This fella warns you about the dangers of geneti 


units that you were introduced to in 
training are left for a subsequent outing, 
i.e. turrets. Saying that though, the 
battles do not require too much thought 


in these early missions, just might. 


You begin each game with a selection of 
well designed and modeled creatures which 
rush about as if they have ants in their 
pants. This can be a bit annoying at times, 
but you can slow the game down a bit to 
compensate. The Tanu are, for want of a 
better analogy, your construction Kbots. You 


must set them to plant spores and pods to 
create energy. They are also used for 
constructing structures like the refinery and 
the Psi towers that generate the power. This 
power thing is really quite important and 
not that easy to master. If you build too 
many structures too early on you can dig 
yourself into a corner. Everything relies on 
excess power. It may all seem obvious, but 
this is the first time I have really had to 
plan the timing of construction precisely so 
early on in the game. 

Once you have your gene lab up and 
running you can start to build the standard 
Tanu, Scouts, and later, Raptor units. With 
a gene collector built in conjunction with a 
spare Tanu you can go about collecting 
genes from the dead bodies of your 
enemies. Players have to make sure they 
leave most of the action until the threat 


Ais Ark 
Ut vt 


has subsided as they are not that good at 
defending themselves. Once sufficient 
genes have been picked up - luckily you 
don't have to take them back each time – 
you will be told that new technologies are 
available. This is when you can have fun 
with the assembly of new weapons such as 
heat guns and the like. 

There are a few areas where the game 
could have been improved. The AI is quite 
rudimentary. Troops seem to get stuck 
behind objects easily and rarely take the 
shortest route to any one point on the 
map. This, however, is the only real major 
complaint. The maps are big enough to 
provide a decent challenge, but most of 
the missions seem similar in design. The 
strong graphics help to give the game a 
fresh edge (apart from the Magha designs) 
but the limited frame animations do not 
live up to much at all. 

Finally, I should mention Red Orb's 
idea to put the game out at a very 
reasonable price. Whether they knew it 
would be too hard to compete against the 
likes of Total Annihilation and Age Of 
Empires, or just the fact that they wanted 
to get off to a good start with their first 
in-house title remains to be seen. The 
game is certainly worth every cent and is 
a great addition to any gamer's real-time 
strategy collection. 


с engineering, his race decided to create some holy warriors and things backfired from there 
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Your troops сап be made 
up of all sorts of 
weirdos, it’s up to you 


Warbreeds is an 
innovation, both in 
game style and 
marketing. To bring 
out a game at nearly 
half the price of its 
competitors is to be 
commended 
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Seriously into flying? Need a bit of practise in flight planning and navigation? Look no further... 


es 

All the aircraft have 
full virtual cockpits, so 
you can enjoy the 
scenery properly 
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This has got to be 
one of the most 
realistic sims I've 
ever played, with 
graphics that'll 
blow you away! 


VERDICT 
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її definitely have a soft spot for а 
good flight simulation. Mind you, 


I did get a little worried when I found out 
that Flight Unlimited II didn’t have any 
weapons whatsoever (I like nothing better 
than getting some poor fool in my gun 
sights and blowing the living stuffing out 
of ‘em!). But having already heard some 
very good things about the first one, I 
gave it a good going over - and was 
pleasantly surprised with the results. 
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Although Flight Unlimited II has no 
guns, what it does have to is several 
thousand square miles of amazingly 
detailed texture-mapped land mass, with 
fully accurate runway layouts for every 
airport in the area, from small 
uncontrolled runways to huge 
international airports, and a slice of 
aviation history in the way of five very 
different aircraft. 


Pick a plane, any plane 
I was slightly disappointed with the small 
number of planes available, but the 
variety certainly makes up for it. 

First off we have the plane with the 
‘U plates on it, the Trainer 172; this 
one has fixed wheels, doesn't go very 
fast, has piles of stability and very 
little of the more confusing 
instrumentation on board. The next one 
up is the Piper Arrow PA-28R-200; a 
little more satisfying than the last, 
mainly because it goes a little faster 
and has more in the way of 
manoeuvring capabilities. If the 
scenario requires some water action, 
then this is where the DHC-2 De 
Havilland Beaver comes into its own; 
fitted with floats instead of wheels, you 
can put this baby down anywhere! 

If you really need some action then 
jump into the P-51D Mustang; better 


known for its antics in World War II, 
this plane is a serious contender, with 
an awesome amount of horse power and 
breathtaking manoeuvrability. Those 
looking for something a little more 
sedate can take a trip in a Raytheon 
Aircraft Beechcraft Baron 58; mostly 
privately owned or used for small 
business, this plane is reasonably easy 
to fly and is pretty stable in the air. 


Who turned the lights aut? 


One thing I really liked about this 
game, (game?) is the fact that the 
cockpit layouts are all accurate, and all 
have the essential instrumentation for 
flight planning and navigation, which 
boils down to using VOR stations and 
the COM radio to triangulate your exact 
position when the visibility is down to 
zero. It sounds easy, but take my word 
for it, it most definitely isn't! 

I was quite pleased with myself at 
one stage after about three hours of 
play, because I had managed to 
pinpoint my position to within about 


two miles, just using cockpit 
instrumentation. This is far more than 
just a sim, with its superb graphics 
and real sense of flying. Graham 


Who needs pilot training when you have a 
game with graphics like this little lot? 


овда Ipuring bar 
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Experience the world of thrills, spills and high-speed circuit racing oS 


with this immersive racer. NOT! 


ver the last few years I've seen 

a plethora of highly dubious, or 

to put it a slightly different 
way, crap games. If I had reviewed this 
game back then, it probably would have 
scored a bundle, but considering how far 
game graphics have gone, with 3Dfx, 
Power VR and so on, this racer is about 
as impressive as a wet rag. It lacks all 
those things essential to make a game 
addictive - playability, looks, an intuitive 
interface! This is due mainly to the 
graphics, or lack of them if truth be 
known. Unfortunately for Sega, the 
decision to leave the graphics mostly 
untouched after an arcade conversion 
could spell disaster for the game. 


I like snazzy introductions. I believe they 
draw a player into the game, and it helps 
put them in the mood for a bit of fun. 
Touring Car Championship has none, not 
even an attempt. 


Considering all the pros and cons, SEGA Touring Car does have some potential, it's just that it simply doesn't deliver the goods! 


On starting the game, you are taken 
to the main screen almost straight away. 
This offers six options: Championship, 
Time Attack, Vs Race, Car Set-up, Records, 
and Multiplayer. The first option, 
Championship, offers three tracks, plus a 
secret one, and four very different cars – 
an Opel Calibra V6, an AGM Mercedes C- 
Class, an AlfaRomeo 155V6Ti, and a 
Toyota Supra. The next option is the Time 
Attack - this is exactly what it sounds 
like; you race round an empty circuit to 
try and get the best time. The Vs menu 
allows two players on the same computer 
to battle it out on a split screen. 

If the available cars aren't up to scratch, 
then you will need the Car Set-up option. It's 
possible to customize them in the following 
ways: Gear ratio, this is a balance between 
acceleration and top speed; Handling, this 
can be altered from loose to quick; Tyres, 
don't get all excited, it's just tyre pressure to 
give speed or grip, but not both! The front 
and rear suspension can be changed 


URSE RECORD 
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individually to help EA 
cornering and lastly, the 
brakes can be set at soft or 
hard. (Why?) Control of the vehicle 
isn't too bad, but they've almost gone too 
far; the steering is quirky to say the least. 
When was the last time you hit a wall and 
didn't bounce back off again? Never, right? If 
you take a corner wrong and end up on the 
verge, it takes most of the straight just to 
get back on the road again! 

If this was a budget game I would be 
all for it, but at forty quid it is simply not 
worth it! Graham 
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ES KEYS, STICK 
If you want a damn 
good touring car racer 
for the same price, 
buy TOCA - 
it's far superior! 
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Riven gets a rival, with this, the long-awaited third installment 


he long-awaited third part of 
the Journeyman Project is here 
at last, and it's even bigger and better 
than its predecessors. For those who 
haven't heard of the game before, ГЇЇ 
give you a quick run down. 
Many years ago, one Dr. Elliot Sinclair 


uncovered a startling discovery which finally 
made time travel possible. Devoting himself 
to the project, he was eventually able to 
construct the world's first working time 
machine, which was named the Pegasus 


Device. Formed to offer some form of security, 


the TSA (Temporal Security Agency) diligently 


Alien allies, who, because of certain facts pertaining to our past, didn't tell humanity the whole truth 
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of the Journeyman Project series. 


guarded the time stream from any potential 
accidents and from deliberate misuse. 
Unfortunately the government had little faith 
in their abilities in this regard and hid the 
machine to ensure that it definitely wasn’t 
misused. Dr. Sinclair, however, took it rather 


badly and built another one – but because of 
his mental state the professor tried to alter 
the time line. The hero, Gage Blackwood of 
course, thwarted his plans... this time! 

In the second gripping episode, a new 
type of time machine is developed - an all- 
in-one protective suit commonly known as a 
Time Displacement Unit, or jump suit. The 
hero, Gage once again, finds himself framed 
for a crime he didn't commit, while the real 
criminal tries to sell time travel secrets to 
aliens. Once again Gage overcomes these 
little problems and solves the case. 

Bringing things up to date, scientists 
have now discovered a time distortion 
slowly making its way to the present. You 
are here to investigate the occurrence and, 
if possible, stop it. But when you arrive 
there is a message for you from a 
dishonoured ex-agent, who apart from 
anything else, tries to frame you with some 
serious stuff. She tells of a devious plot for 
a conspiracy between the newly acquired 
allies, the Cyrollan, and another lifeform you 


have yet to meet. She also leaves a couple 
of clues to help on the way. So armed with 
your wits and a very talkative artificial 
intelligence virus, you set upon your task. 


The main improvements are revealed in the 
graphics system. Movement control is the 
same in that there are set paths you have to 
follow around the landscape, but now it’s 
possible to look in any direction, as the 
game world is a truly 3D arena. From any 
position in the game it’s possible to look 
around a full three hundred and sixty degree 
sphere of vision, which is very rare in, 
generally speaking, what is a point and click 
adventure. What this does mean to a certain 
extent is that the graphics resolution isn't 
as high as say Riven or Starship Titanic, but 
this is a small price to pay considering the 
freedom of movement Legacy of Time offers. 

The game's interface is well laid out and 
easy to use, with all the appropriate controls 
to hand. One of the more noticeable 


f 


differences from its predecessors is the size 
of the Action window, which is now about 
two thirds of the screen instead of a small 
box. The Options window is much the same 
as ever, (if it works, why fix it?) with the 
Inventory, an Holographic Generator, and 
(the new bit), a Chameleon Status Indicator. 
The latter isn’t as complicated as it 
sounds - the new design of jump suit allows 
the wearer to copy someone's image and thus 
walk around without attracting attention. The 
one limitation of the suit is that when you 
are in a zone you can only make use of 
images that you've collected from that one 


Hidden deep in the Himalayan mountains lies a tranquil, self-sufficient community... Or is it? 


place. The Chameleon Status Indicator is 
simply an image of the person you are 
impersonating at that moment in time. 


There are three main zones to explore, they 
are the legendary Atlantis - located in the 
Mediterranean Sea – a small village in the 
Andes Mountains, and a dramatically placed 
city in the Himalayan Mountains. When you 
first visit each of the zones they will have 
been decimated by unknown forces and it is 
one of your tasks to find a time code hidden 
in each by agent three (the one who framed 
Gage!). When all three have been located, it 
will allow your suit to work out the exact 
position of the said agent, whereupon she 
will give you more information about the 
conspiracy. Now the fun begins – Gage is 
sent back to each of the time zones several 
days before the destruction to try and piece 
together the puzzle. The puzzles are tricky 
but logical, so a bit of lateral thinking 
should help you along somewhat. 

The animation is lovely; each time you 
meet someone, video footage of them is 
overlaid seamlessly onto the background 
to give a real interactive feel to the 
gameplay. Once you've started to play it's 
very hard to stop again, for it has a 
certain addictive quality – that certain ‘TIL 
just get through the next puzzle and then 
stop! syndrome. A great game, by far the 
best of the three. « 1 
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The scenery is breath 
taking and very detailed, 
with lots of situations 
that you must interact 
with to solve puzzles 


An intriguing game, 
with a good selection 
of puzzles and plenty 
of people to interact 
with. This should 
keep you absorbed 
for a few weeks 
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Lula — 


A SEXY Empire 


et's face it, it was only a matter 

of time before someone decided 
to try and produce something a little more 
daring, a little more in yer face so to 


speak. This is definitely the case with Lula. 


The aim of the game is to build yourself a 
porn empire from very humble beginnings. 
You find yourself in this godforsaken 
place after a robbery went horribly wrong – 
well, the theft went perfectly, but your 
accomplices decided to take out a guard 
who was being a hero and that you didn't 


deserve any of the money anyway and so 
chucked you out of the car at gun point 


and disappeared! So you are left stranded in 
a small American town called Wet Rock. You 
are befriended by a very curvaceous young 
lady going by the name of Lula, who has 
aspirations of a career in the film industry. 
Unfortunately, from this dead end town 
there is only one possible way to do it, and 
I'm sure I don't have to spell it out for you! 
You start the game with a budget of 
five hundred dollars. With this you should 


aj 
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be able to start off your career at least at 
a modest level. To start things off you will 
need a motel room for an elicit evening's 

photography, and some photo equipment, 

i.e. a camera, some lights, and some film. 

Then you're away! 


The town consists of the following very 
useful buildings: Sex Store, Pawn Store, 
Motel, Bar, Chicken Farm, Police, Video 
Store, Parking Lot, and Distributor. During 
your time in the town all these places will 
become second homes. (It certainly feels 
that way!) The Sex Store is exactly what it 
sounds like; it sells all sorts of things, most 
of which I probably can't mention because 


of our younger readers. You will also need 
to find out what the media wants to see - 


just ask the sales person. The Pawn Store is 
for emergencies – it is run by a right 
character, and as far as he's concerned a 
good deal is where he makes some money 
and you don't! The Motel is the obvious 
place for some adventures (the film 
industry thinks so anyway!), and they're 
not far wrong, as this is where all the 
photography sessions take place. Watch out 
for the owner though, not only does he 
charge extortionate amounts of rent, but if 
he gets a whiff of what's happening in the 
room above he will try to triple the rent! 
One of the easier ways of getting round 
this is of course to send in the boys. As 
always the bar is just the place for fun and 
frolics, and for getting Lula a job as a 
stripper! If you find the need for some 
quick money and don't mind getting your 
hands dirty, then take a trip to the bar's 
toilet where you may find a drunk bloke 
going about his business - give him a 
whack and mug ‘im! Mind you, if you do it 


too often you'll get arrested! It's quite 
possible that just before a photo shoot, 
Lula may ask for a playmate, so you'll need 
to make your way to the Chicken Farm to 
find a nice girl for her amusement. Once 
the shoot is complete, take the films (or 
videos) to the distributor for a cash 
payment or a royalty deal and watch the 
money start rolling in. 


So far the game has been pretty 
straightforward. Once enough movies and 


This wonderfully original 
game will have you in 
Stitches with its rather 
comical outlook 


pictures have been sold, and you have fifty 
grand in the bank, you are automatically 
moved to your own office overlooking the 
city. Now things start getting serious - all 
you have is the office and your dosh, with 
which you have to rent, buy or hire 
everything that’s needed to make movies. 
Before you can start making movies, several 
buildings must be rented or bought. The 
most important are a casting office, a 
production office, and a movie studio. The 
first thing that any good company needs is 
staff, like a producer, a cameraman, a 
lighting engineer, a selection of production 
people, and of course, the most important of 
all, a secretary! This is all done from the 
casting office, including any actors the film 
may need. Now it's time to make movies! 
The next step in the process is to create 
an idea of what the movie is about, and then 
put together a storyboard of how it will run. 
Assign a director and studio staff and make 
that movie! Whether it will make any money 
or not depends on the ability of the actors 
and the quality of studio equipment - if 
: it doesn't then try it again! 
ES Allin all Lula will have you glued to 
the screen with its steamy (or cheesy, 
depending on how you look at 
Y it) atmosphere, and hilarious 
on-screen antics. 


Lula is an incredibly 
intriguing idea, 
with plenty of 
humor, bags of 

originality 
and some fine 
animation 
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Have any of you ever 
been flying over an 
airstrip, or just been 
taxiing into take off 
position when a 
ground vehicle of 
some sort came into 
view and you thought 
‘I wonder what it 
would be like to have 
a spin in that?' Well, 
now you can! Believe 
it or not you can in 
fact test drive 
anything in the game, 
from a simple Willy's 
jeep or a truck, to a 
Flakpanzer IV, or a T- 
34 tank. This lovely 
concept doesn't even 
stop with ground 
vehicles; you can take 
your pick from a 
multitude of different 
planes from several 
different eras — from 
the first few combat 
aircraft, like the 
Sopwith Camel and 
the Fokker DV II, to 
one of the first ever 
jet fighters, the 
ME626 Sturmvogel or 
one of the classic 
Spitfire models, (of 
which there were 
certainly a good few). 
Once inside the 
vehicle you have 
control of all of it – 
gears, throttle, 
steering, even the 
guns, (where 
applicable!) are yours 
to do with as you will. 
I'm afraid there will 
be no test driving of 
the sheep though, all 
it does is go Baaaa! 
(What a surprise!) 


Air Warrior Ш 


What-ho chaps! It’s chocks away and into the great blue yonder, 
to pit your skills against those of one Baron Manfred von Richthofen, 
more commonly known as the Red Baron. 


flight, contact! 
iging course to 180, 


W ho can forget Air Warrior? This is the 
third in the series of air combat 
simulations from the Kesmai Corporation, and 
it's bigger and better than any of its 
predecessors. Boasting a crazy four hundred 
and fifty missions, the game offers the player 
a completely immersive experience in World 
War I, World War II, or the Korean War, 
including just about every aircraft produced in 
those eras. The game begins with a wonderful 
introduction, consisting of lots of snippets of 
real archive footage portraying the madness 
and adrenaline of war. Bombings, crashes, 
strafing and some hilarious blunders really 


draw the player into the feel of the thing. 


The faster the better 


Air Warrior III is generally a good looking 


game, all the various screens are well drawn, 
with excellent attention to detail. The player 
doesn't even have to bother with changing 


screen modes as the instal takes care of 
that, and will quite happily use the Windows 
resolution for all static interfaces. It will 
even display the combat screen in high-res, 
if you have a fast machine, and preferably a 


The player can really get so clase to what aviators of yesteryear feit ike after flying through the framing wreckage of an aircraft you've just destroyed 


3D accelerator. With those items however, it 
really makes a difference, it changes the 
landscape from a flat, featureless, area of 
colour with a few well modeled but still 
rather polygonesque buildings, to a living 
breathing land, full of rich colours, rolling 
hills, and gently moving rivers, (they don't 
actually move, it just looks like they would 
if you gave 'em a chance!) 

A small cause for concern is the cockpit 
set-up - as all the aircraft you are likely to 
come across in Air Warrior have detailed, 
authentic interiors, I found that a lot of the 
time the struts, or window frames if you like, 
blocked the view somewhat. Okay, so the 
pilots used to have to put up with it all the 
time, but a) I'm not a pilot, and b) It's a 
game, designed for people to enjoy! Right, 
with my whinging over and done with, I can 
get on and tell you some more positive stuff! 


Your mission, should you 
choose to accept it... 

The main menu screen is intuitive and well laid 
out, and offers the following options: fly a 
mission, online multiplayer, set-up, modem to 
modem, play back a film, credits, baa?, (it’s 
that damn sheep again!) and for all you seat 
of the pants pilots, an instant action button. 
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Before getting into the air, a quick 
trip to the set up menu is in order. Here, 


the game settings can be adjusted to 
personal specifications and machine 
requirements. The sound options allow the 
player to alter the general volume, plus 
they can select what incidental sounds 
are heard, like wind, g-stress, diving, 
other planes, landing gear, bay doors, 
bombs, explosions, and the maximum 
audible distance these things can be 
heard from. 


| Previous Waypoint 


Trying to fly through a series of waypoints using only a compass can be somewhat tricky, sa make sure you pay attention during the flight briefing 


The other lovely thing which 
unfortunately is only available while online 
(except for running commentaries), is 
network speech, which allows players to talk 
to each other in real-time over a network - 
excellent when say the crew of a bomber are 
in different locations, obviously they need to 
be in easy communication with each other at 
all times. Another vital link in the chain is 
the briefing room - this is where the player 
can access the details of their mission, find 
out who else is on the mission and learn the 


Next Waypoint 


Morc 


details of the flight plan. In Air Warrior, it is 
rare to have to go out totally alone, as there 
will usually be at least a small squadron with 
the player. The rest of the aircraft are flown 
by drone pilots. As for flight planning, the 
main part of the briefing room is taken up 
with a large wall map, showing the 
appropriate land area, the route the mission 
will take, and all the waypoints necessary to 
complete the objectives. When in the air, 
navigation is eased by making use of the in 
game map, where you can see the aircraft 
moving in real-time along the waypoint lines. 


Becisions, decisions 


When you have decided which of the four 
combat areas to choose, the next thing you 
will have to choose is a mission. These can 
vary from simple coastal patrol for enemy 
aircraft, to an emergency scramble to save 
an airstrip from a damned good bombing! 
You can even take on the Red Baron in solo 
combat, if ya 'ard enough! As well as all this 
you also get full multiplayer support, even 
for up to two hundred and fifty people to 
dogfight at the same time while online! 

With a huge assortment of every type 
of aircraft available to choose from, 
hundreds of miles of airspace to fly in, 
and masses of very varied scenarios, this 
latest Air Warrior game would look good 
in anybody's collection. Graham 


4 оезст»тон 


MAY 1998 | ISSUE TWO | ULTIMATE PE 


REview 


All the aircraft in the 
game are unbelievably 
detailed, not just outside 
but inside as well 


once — 
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It's refreshing to play 
a game with bags of 
versatility that 
doesn’t require a 
degree in 
astrophysics, and 
is simply great fun! 
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icroprose probably never thought 

of releasing Ultim@te Race Pro 
other than with the card. But it's surprising 
how the market reacts to such products, and 
in this case people wanted more - more 
cars, more tracks and a proper game. With 
Ultim@te Race Pro that's exactly what they 
get. The game sticks to its roots by heavily 
relying on graphics acceleration – the game 
is definitely best with some sort of 3D card. 


So what exactly do people want from a 


racing game? I suppose it depends on what 


sort of driver you are really. Some of the 
Sunday drivers among you probably go for 
pretty looking games such as F1 Racing 
Simulation, which look nice but don't require 
too much concentration to drive. Other older 
readers may be waiting for Grand Prix 
Legends, reminiscing on childhood dreams 
and heroes with the wish to jump into the 


seat themselves. I would imagine though 
that people my age, with more youthful vigor 
(ahem!) would much prefer to waste money 
on arcade machines and living life in the fast 
lane with games like Need For Speed. If the 
latter appeals to you then Ultim@te Race Pro 
should be on your ‘games to buy’ list. Here 


are a few reasons why: 


This has to be one of the best racing games available on the market, and it is bound to sell well with its anticipated budget price tag 


EXPLOSIVE 


e 


MUST BUY 


c 
= 
x 
= 
mi 
IPC. 


This game has come from nowhere. Initially just a one track affair bundled with the Videologic 
Apocalypse graphics card, now it’s a full game on general release — and it’s a stunner. 


Firstly, this game does not claim to be a 
simulation. A relief to most people who 
cringe at the thought of wading through 
reams of text that describe how to turn 
everything on, buckle in and prepare to take 
off (obviously applies more to flight sims, but 
you get my point). The game is fast, furious 
and easy to jump in to. Ultim@te Race Pro is 


challenging too, not just a collection of 
perfectly rendered race tracks from around the 
world, but stuff that really tests players and 
gets progressively harder whilst appealing to 
all levels of ability. Players are able to get 
used to the cars’ handling using the training 
track. This is an oval without much in the 
way of awkward bends. It is worth spending 
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some time burning around this little blighter 


to get use to powersliding, accelerating from 
a stand still and overtaking. All racing games 
handle differently, so it does take a while to 
settle in. The later laps feature hairpin 
bends, narrow cordoned-off sections, 
tunnels and dead-ends to manoeuvre 
around. More obstacles than your average 
F1 game for certain. 


Another great thing about the game is the 
varying weather conditions. Unlike most 
games however, you don't get to play God. All 
the weather is set to certain tracks and can 
change at the drop of a hat. One minute you 


can be driving along in glorious sunshine, 
and the next driving into darkened skies only 
to start losing control in the rain. This 
feature certainly keeps you on your toes, 
especially in the later tracks where you have 


fog, rain and nearly every meteorological 
event possible. With this in mind, your choice 


of car will be imperative depending on 
weather type, track and player skill, so is 
there enough variety to cater for all? 


One of the other main features players look 
for in an arcade racer is the style and variety 
of cool-looking cars. Ultim@te Race Pro 
features sixteen cars in all, though all look 
very much alike in model – sort of chunky 
Trans Am beasts with massive tires and 
garish decor. Each car has different 
characteristics, but the good thing about the 
cars is the fact that you can alter them 
slightly too. If you want a car with fast 
acceleration and speed then you just reduce 
the grip and shield values and vice versa. 
This does affect the way the each car 
handles, so if you alter things too much you 


4i 


Overtaking is not very easy in this game, all the cars have one objective, but there are team tactics 


may not be able to remember exactly what 
you did the next time you come to play. 


The game's AI seems up to scratch. Playing 
against eight computer opponents is not 
that distinguishable to playing over eight 
player Internet. You only really notice by 
the fact that the computer drivers don’t 
tend to smash into the barriers as much and 
they seem to know the tracks rather well. 
They do provide enough of a challenge 
though, and a couple of times they cut me 
up, which was surprising. 

Multiplayer is where it happens though. 
Over the Internet you have access to several 
game modes and a high scores table for 
winners and online stars. Along with the 
standard ‘choose track, number of laps and 
then compete’ you have ‘beat the clock’ 
competition and ‘team play’ where the first 
player in your team to cross his checkpoint 
validates all his team mates’ times. If you 
are a fan of Destruction Derby then you may 
be interested in the Ultin@te Arena – 
destroy the opposition rather than plainly 
beat them. Options for Modem, Serial and 
Network are also included. 

Graphically Ultim@te Race Pro is 
probably the fastest and best looking racer 
available. The only relevant game worth 
comparing it to would be Motorhead, but 
as we have not reviewed it yet it is 
difficult to say either way. Need For Speed 
2 doesn't look as hot but does have more 
choice of cars like Land Rovers and Minis. 
If you think of it in terms of TOCA Touring 
Car Championship then you are getting 
quite close. The handling is a lot better 
than TOCA as you don't spin off and lose 
the race when you put one wheel an inch 
off the track. 

Saying that though, if the look of 
the cars and tracks doesn't appeal then 
TOCA does hold some appeal. Ultim@te 
Race Pro's good variety of tracks and 
weather conditions, and the ability to 
customize the car stats gives this game 
an exciting edge. 2 
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CAAZY WHEELS 


Roadworks in the game 
are bound to catch a few 
gamers out — just look at 
these boys skidding 


This game is THE racer 


to test out your new 
graphics card. Visual 
effects and awesome 
speed provide 
an exhilarating 
experience 
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Hion Pinna 
Hopefully you're not a deaf, dumb and blind kid, but all pinball wizards are 
invited to play Team 17's very first simulation game, Addiction Pinball... 


| 
L 


inball games don't seem 


to have changed much 
over the past year. It's more or less 
the same game but with a different 
theme, don't you think? As far as 
originalty goes though, Team 17 
have been pretty good. Look at Worms for 
example. 

It's all gone a little pear-shaped with 
their latest game though. Addiction Pinball 
is far from out of the ordinary and in fact, 
offers a lot less than some pinball 
simulations released a year or two ago. 

With a game such as this, it's nice to 
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have many tables as possible. 


Unfortunately there are just two here and 


TEAM 17 


come in the form of Rally Fever and Worms 
tables. If you're familiar with Team 17 
then you'll reconise both of these games 
which the company released a while ago. 
There's no doubt about it, these are 
fun to play for a while, but after a couple 


of hours of whacking the flippers and 


upping the points, you are sure to start 
wishing there was a little more variety. 
Two tables is just not enough. 

To attempt to change the game to a 
small extent, I visited the options screen 
which gave me a chance to change the 
view of my table. Unfortunately though 


just a few of these are actually worth 
trying. It's almost impossible to play 
when you're looking down on the table 
from a horizontal birds-eye view and 
when one is positioned at an bizzare 
SB + 100%C : 
angle, it really does make you wonder 
whether they just did this for a laugh or 


something. Maybe more of a challenge, 
but playable? I think not! 

To get the most of Addiction Pinball, 
you really need to get some mates around 
for a bash. Up to four players can indulge 


Unfortunately, with 
just the two tables 
Addiction Pinball 
loses out on a lot 


pinball atmostphere. 
Still, at the end of the day the game 
is a bog standard pinball simulation which 


in the flipping action, which is of course a 
of points lot more fun than playing with yourself 
fails to provide long lasting enjoyable 


gameplay. And that's what's needed these 


(some would disagree, of course!). 
Visually the game is very impressive 


VERDICT 


with plenty of little animations going days. 


on all the time. Some of these are on 
the table itself and others 

above on the scrolling 

matrix display. It’s a small 

feature, but the balls 
look very nice, just 
adding to the 
realism. The sound 
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effects also stand out, 
with the whizzes and 
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Each table is richly detailed and animated 


blasts helping to create the 
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This month we seem to be inundated with flight simulations, 
here’s one of the better ones. 


you want an aircraft with a sting 
in its tail then jump into the 
cockpit of a F/A-18 Hornet, one of the 
world’s more impressive multi-mission strike 
fighters. This all-weather aircraft was initially 
created for the US Navy and the Marine Corps, 
but it proved far more popular and was 
chosen by at least five international forces. 

Designed with a very small visual 
signature, this allows it to get far closer to 
its target without being spotted, even 
though the Hornet has BVR (Beyond Visible 
Range) missile capabilities. With a fair 
selection of weapons, the Hornet has full 
air-to-air and air-to-surface potential, 
combine that with a multi-stage afterburner 
and some stunning manoeuvrability and you 
are left with a very capable, not to mention 
very expensive piece of hardware. 

The number of available weapons isn’t as 
good as some sims, but they are perfectly 
adequate for anything you are likely to come 
across during the game. Air to air armament 
consists of an AIM-9M Sidewinder, which is a 
short range and infrared guided missile, and 
an AIM-120 AMRAAM, medium range and 
radar guided missile. Air to ground weapons 
consist of an AGM-65B Maverick, an electro- 
optically guided missile, an AGM-88 Harm, 
which is a high speed anti-radiation missile, 
(unguided!), and lastly a Mk-82 five hundred 
pound freefall bomb. There are a few variants 


on some of the weapons, like an anti-runway 
bomb and an extra fuel tank. 


This little baby can handle 
Ready or not, here we come! = Sew anything that's 
y , thrown at it 


Next we'll head off to the Ready Room. 
It's in here that all the big decisions are 
made; flight planning, navigation and so 
forth. Everywhere the player needs to go 
is accessible from this one room which 
has the following choices: Mission Editor, 
Enter Cockpit, Load Mission, Play Replay, 
Training, Debrief, Credits, and the Exit. 

The interface has been very well 
thought out, with all the relevant game 
options in one area; the Enter Cockpit 
screen. From here the player can alter the 
graphics settings, choose and configure 
the input devices, arm the aircraft and 
even choose the required mission theater. 

With full 3D acceleration support the 
graphics are superb, complete with 
ground details, trees, harbors, ships, and 
even a few jumbos dotted about, just 
asking for a missile! Graham 
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A good sim with 
excellent features 
and a fast graphics 
engine. An intuitive 
interface makes a 
real difference 
to gameplay 
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88 ШАЛ 


A prize of a Snickers to 
anyone who can tell me 

what the hell is going on 
in the shot above 


15 is 
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Action in Last Bronx is fast and furious, with plenty of special mov 


КОК "eas ing TAN Ine 


here aren't too many decent 

beat-'em-ups available for the 
PC, and the few that are don't bear much 
comparison to the superb fighting games 
to be found on the various consoles, such 
as the classic Tekken 2, the new and 
highly acclaimed Street Fighter Alpha 
Dash, or the martial arts and weapons 
extravaganza Soul Blade. Something 
needed to be done to redress the balance, 
so this latest arcade conversion from 
Sega PC is a welcome addition to our 
gaming arsenal. 

With some well drawn Anime type 
characters and a suitably apocalyptic 
opening story of decaying cities and 
gang warfare, Last Bronx is, despite the 
title, distinctly Japanese in style and 
content. The eight fighters you can 
choose to play could almost be extras 
from Akira or Tank Police, and the Neo- 
Tokyo setting gives the game a definite 
Manga atmosphere. 


РИЙ c» MERE HE ELM 


t Bronx 


It’s not set in the Bronx, but you won't last long in this tough arcade beat-’em-up 
converted for our favourite platform by Sega PC. 
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I always find the appalling translations 
used in Japanese computer games when 
they are released in the West terribly 


amusing. I mean ‘Radical Parking Lot’ and 
‘Naked Airport’? Er, yeah... The very name 
‘Last Bronx is something of a misnomer. 
The game isn’t set in the Bronx, so I guess 
they just called it that to make it sound 
tough. I suppose ‘Last Neo-Tokyo’ just 
doesn’t have the same ring to it. 

Mind you, they could have called it 
anything at all, and it would still be as tough 
as you like. The fighters are armed with a 
variety of offensive weapons, mostly of the 
martial arts variety, such as the three section 


staff and the sai (a sort of ninja stiletto), and 
their special moves use these weapons in a 
wide variety of brutal ways. With over forty 
special moves and combos per character, you 


are never going to be short of a new way to 
inflict pain on your opponent. 


* nme samme 
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ЕЕЕ TEE ИЙЕ DEE LE there is an option to turn this animation off 
in the interests of playing speed. 

The game supports both high and low 
resolution options in eight and sixteen bit 
colour, and a rather neat function which 
causes the game to skip some of the 
animation frames in order to speed up the 
gameplay on slower machines. This could 
prove useful, as I found the action in the 
higher resolution 640x480 mode to be a 
little slow, even on my P200. This is one 
game which is just crying out for 3D 
accelerator card support, and it is a great 
shame it does not have it. 


My console-toting friends from the office 
upstairs couldn't resist the temptation of 


"Wero o MINER MITT trying out a new beat-'em-up, and came 


down for a quick look at Last Bronx while I 
was running it at a medium speed and 


Jd around A bit screen resolution. Bearing in mind they 
The various gymnastic leaps and rolls The graphics and animation are pretty were talking about games on the 

which the characters can perform are well damned impressive, and while this is still PlayStation, their considered verdict was 
executed, and look fairly smooth and strictly a two dimensional game, the that it was a lot better than Virtua Fighter 
natural, and most can be combined with character animations have a lot of depth 2, but not quite as good as Tekken 2, and I 
kicks, punches and weapon attacks for and three dimensional detail, and the large would have to agree. However, while 
some devastating combos. There are also a number of polygons used to create the nobody could deny that Tekken 2 is a very 
number of impressive looking judo-like figures gives them a well-rounded good game indeed, unfortunately it isn't 
holds and throws, some of them using appearance. The backgrounds are also yet available on the PC. Last Bronx is, and 
weapons, which are also well handled, if stylishly drawn with some nice touches, such it's bound to win the fight when it's the 
you can summon the skill to pull them off. as animated birds flying past, although only contender in the ring. Cliff 


Like all good games, there are several 
control options, including joystick and 
four button game pad, but I found that it 
was at its best when played with the 
keyboard. It was certainly a lot easier to 
hit the right key combinations to activate 


the combos and specials when using big, 
finger-sized keys rather than trying to 
make my thumbs do all the work. This is 
probably the first time that a fast typing 
speed has been a useful combat skill! 


: Se ЕЕ 


The big bloke with the rice flail has no manners at all. Didn’t his mother tell him that’s no way to treat a lady? 


The girl in the pink top 
sure loves that deadly 
looking neck breaker, 
but oh man, what a 
way to go! 


Despite being a bit 
slow compared to 
some console titles, 
Last Bronx is the best 
of the limited 
number of beat-'em- 
ups currently 
available on the PC 
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WHAT A CLASSIC — 


Bande at 12 o'clock 


BROWSER BATTLES 


VERDICT 


ен ге ап tei with a severe li 
1 cedem ve pre bet cto r 
the Las of cable leg." What kind of team is it? 


Simon 


$3,000 


I Match My Chair 


Let's Give that Man a Hand 


(f YOU DON T KHOW JACK 

NJ the netthow 

(fi YOU DONT KNOW JACK 
Sports the netshow 


> nd H 
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Pre ote rone de diete cz 


ord games aren't usually my cup of tea, but after 
playing You Don’t Know Jack: The Netshow, I figured 
Berkeley would have come up with something worth playing. 
After downloading a small file (2 Megs or so) and several 
commercials (takes a while), you are then able to choose one of 
two games. One area is for those who like to be in an area with 
adult language, and the other caters for such individuals who 
don’t. Then decide on whether you want to select a chat room 
yourself, or have the computer choose you one automatically. 
The idea of Acrophobia is to come up with the best acronym in 
30 seconds. For example, the subject for a round could be 
‘Celebrities’ and the computer would give you the letters 'BWLIC and 
you would need to come up with something such as 'Bruce Willis 
Loves Ice Cream: Okay, so it's not the finest of examples, but you 
get the general idea... Topics can range from Science to History, 
General Acrophobia, Animals and Politics - so there's plenty of 


CHESSMASTER LIVE 


sually I enjoy fast-paced action games. So as you can 

jmagine, I didn’t jump at the chance to be able to play 
a chess game over the Internet. My knowledge of the game is also 
on the rookie level; I know how to move the pieces, but my love 
for games such as Quake has left me very impatient, so moves 
come quicker than a cheetah on amphetamines, resulting more 
than often in checkmate. Still, I was prepared to give this a try. 

After registering as a guest (avoiding paying any money), I 
joined the game to find a chat area, a channel listing, player 
listing, status bar and, of course, the chessboard. Then it was 
time to decide on a contender. Sadly there’s no way of finding 
out the opposing player's ranking, so you can easily be matched 
up with someone who is ten times better than you. Of course, it 
can on the odd occasion sway in your favor. However, in my case 
that's pretty unlikely. 

Those who decide to pay their $24.95 per year can benefit 
from being able to create their own user name, decide on the 
type of table they want to play on and so forth. Guests just get 
the basic privileges such as, err, being able to play. So, if you're 
a fan of the game, it's probably worthwhile making the 
investment and getting hold of the membership. ш 


MULTI pla 


variety. Letters range from between three and seven, so as you 
can imagine, it gets quite tough. Some entries will be good, 
others completely pointless. It all depends on the player. 

Once you've finished your humorous acronym, it's time to 
vote. Every entry will come up on the screen and each 
player is required to select their favorite. The entrant with 
the most votes then gets more bonus points (and gets to 
choose the topic of the next game). More bonus points can 
also be gained if you entered your acronym first. 

When the game is loading, or if you've finished your entry, 
the Chat box at the bottom of the screen is constantly open, 
so you can communicate with other players. When I've been 
playing, the contenders are a good bunch and if there is any 
trouble, Berkeley have people watching over the chat rooms 
for any language that could offend. 

A few flaws can be found with Acrophobia, but none that 
are terribly bad. To some, the commercial breaks will be 
annoying and the length of the voting process is slightly 
longer than it should be. Apart from this though, Acrophobia is 
excellent and certainly makes a change from roaming around levels 
with a rather large gun blasting people's heads off. If you haven't 
got a sense of humor though, the game isn't advisable, as most of 
the votes cast go to the ones which are of a funny nature. 

When a player reaches 30 points, they go on (along with the 
player below them in the rankings) to the face-off, where they 
have to gain even more votes by coming up with several good 
acronyms of which you will need to vote for. This then decides 
on the overall winner of the game. ш 


Type: Internet 

Publisher: Berkeley Systems 
Developer: Berkeley Systems 
Price: Free to download 

Web Site: www.bezerk.com 
Memory: 16MB 

Processor: P90 

Modem Requirement: 28.8 
Controls: Keys 


This online version of chess has its ups and downs. It's very fast though 
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Although a word game, 
Acrophobia is one of the 
most enjoyable online 
games I’ve ever played. 
Try it, you might like it 


A highly 
addictive 
fun game 


Chess fans 


will love it 
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Blue’s News is ап 
essential home page 
for those who own 
Quake or Quake Il. 
Absolutely brilliant! 


VERDICT 


Beat this 
| one sucker! 


With the amount of Web sites growing at a rate of knots, we thought we'd better 


bring you another collection of home page reviews... 


W hen you have a popular PC game, 


there are usually a string of Web 
sites created in its honour. Quake and Quake 
II are no exception, with a huge range of 
fan-based home pages out there for surfers 
to visit. If you asked a selection of Internet 
using Quake enthusiasts about the sites, 
chances are they would mention Blue's 
News, which over the past year or so has 
made itself recognised as one of, or even 
the biggest Quake home page on the Web. 


Here you are able to find out about the 
latest Quake news, as well as enter 
discussions with other players, download 
game updates, read various articles and 
generally learn everything about the most 
popular first-person shooter around. 

Every day the site is updated, and 
you'll be amazed by the amount of news 
articles that can be found here on a 
single day. 


Fortunately Blue's News is also well 
designed, and apart from no search 
facility when you need something in a 
hurry (would have been very handy...), 
there aren't many bad things that can be 
said about this. It's ideal for anyone who 
has any questions about the game and 
the minute there's any news, you can be 
assured that Blue's News will be hot on 
the case. Smart! M 


QuakeFinger Wie 


Microprose rule ok! 


VERDICT 


- Big, 


not micro 


MICROPROSE 


http://www.microprose.com 


9 ix main links can be found at 

the Microprose Web site: 
Games, Store, Tech Support, Corporate, 
Press and Contact. Of course the area 
which you're most likely to be interested 
in is Games. It includes a list of games 
which the company are currently 
promoting and they include Worms 2, 
Addiction Pinball, Falcon 4.0, Ultim@te 
Race Pro and Mech Commander. There's 
also another link on the same page 
which lists all of Microprose's games. 
Each of these is also a link, so you enter 
another page which goes into detail on 
the title which you clicked on. You can 
gain a description of the game in 
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question, screenshots, sometimes a 
demo, movie files and more. 

The site on the whole is very good. 
The organization is easy to understand. 
The design is up-to-date and fortunately it 
doesn't take ages to download, which can 
often be a problem if too many images are 
added. It's not the case here though, and 
a nice balance has been decided upon. 

If you should get lost, or just can't - 
find what you're looking for, then there's 
a useful site map and search facility to 
make use of... blimey guvnor! They've 
thought of everything! 

The technical support department is 
also quite helpful (well, it would be) and 
includes an interactive help desk, support 
via email and lots of updates and FAQs 
for you to browse through on the actual 
Web site itself. ai 


A well designed site which offers plenty of 
information on the company’s titles 


Ed Уен Go fae Heb 


Hoe Seach Fade а ны 


= оп à GG A UY 
po бе тек 


зве its е уине! an rine rds hn El 


hitp://www.gameofthemonth.com/ 


{dd internet Unk Exchange 


Games Games: 


Free, MPlayer Plus: 29 
special toumaments, and ev 


TEN Online 


Games: 


fing pias уоона # adiriancharge com 


One of the not-so-good РС 
gaming sites available on 
the Web. Game of the Month 
needs a lot of work 


VERDICT 


Up to date – 
worth a visit 


le Edt Yew Go fave: Hep 


wo ай Dom amm AT 


a 
Back Forward бю h Home Search Favorter Pia Fom Mab 


he name of this home page 
suggests that it focuses on just 
one game. However, it's completely different, 
ЕР being an online РС games magazine with а 
reasonable selections of reviews, previews, 
news and links. There are other areas such as 
Classic, Hotlinks, Online and the Developer's 
Corner which is soon to be completed. 
If you want to be kept up to date 
with the news, then on the right-hand 
side of screen on the front page there's a 
box which allows you to input your email 
address. This will then add you to the 
newsletter mailing list. 
Even though the site is full of data, it 
= does have its flaws – probably the largest 


| INTER пеї 


The organization here leaves a lot 
to be desired 


of which is the organisation. The front 
page goes on for ages with headlines, and 
there are no details as to whether they're 
previews, reviews or what. This is a shame, 
seeing as the design is clean. 

A lack of visuals on the front page 
does prevent the site from looking 
stylish, but at the same time this 
helps to keep the download times 
down with just text to arrive on your 
screen. However, I also came across 
some errors when attempting to use 
some of the links. 

The previews were also a big 
disappointment, with just a couple of 
screenshots and details on what 
specification your computer needs to 
be to run it. Hardly a preview by any 
stretch of the imagination. ш 


Аван, [р Voorn clas raso edu c67 4228 he Мт. 


Current News 


Hope you Ње ОТА. Thanks far waiting 
Thanks to Simon and ОМА for clearing this up 


GTA In The LA Times 


GRAND THEFT AUTO 


http://www.grandtheftauto.com 


t seems as though Grand Theft 
Auto has taken off slightly 
faster than we thought it would. Now 
there's a dedicated Web site located at 
www.grandtheftauto.com. It has 
everything you want to know about GTA, 
raises discussions about various parts of 
the game, includes articles from 
newspapers about GTA and generally 


GOURANGA! 


A Grand Theft Anto Мона & Resource Site 


Ow response would have to be - bollocks te еп 


The +> featured an article yesterday entitled, 


GOURANGA! 


came back with an answer which is 


The article centers on Grand Theft Auto and discusses the ever expands 


makes a great meeting point for those on the site. 
interested in learning more than just 
how to run over an old granny or blow 
up the local cop station. 

Tips and tricks are available, as well 


as reviews and Q&As - there's even a having problems. 


now on the site. In the States, the LA 
Times also published an article called 
‘Making A Killing. This also can be read 


multiplayer aspect of GTA, as well as 
provide a useful resource for those 


It's not all controversial stuff 
though, a lot of it is to promote the 


If you own GTA, why nat 
Check out this dedicated 
home page? 


chat room for fellow GTA enthusiasts to 
exchange views on one of the most 
controversial games ever. 

Recently a rumor was going around 
that the game was going to be banned 
in the UK, but the developers DMA 


The biggest disappointment lies with 
the organization. A large percentage of 
the text seems to be on the main page 
and not divided up. A quick guide at the 
top of the page to the featured articles 
below would have proved very useful. a 


VERDICT 


abusive as 
the game 
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With hits such as Alien 
Trilogy and Die Hard Trilogy, 
Fox Interactive has emerged 

as a major force in the PE 
gaming market. Ummat PG 
talked with President Jon 
Richmond to find out what the 
future has in store. 
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ention the names Arnie, Sly or Bullock and most people think of the 

| star studded place they call Hollywood. It's a place full of glitz, glamor, 
and companies with huge amounts of surplus cash. In the past few years, a 
number of major Hollywood studios saw the potential to make serious money in 
the video games business and launched their own interactive divisions. Naively, 
however, they decided to concentrate more on the underlying property rather 
than produce a game with good gameplay and, as a resuit, most Hollywood 
studios have yet to release a global best seller. 

One company that differs is Fox Interactive. Since its launch just two years 
ago, Fox Interactive (a subsidiary of the mighty 20th Century Fox corporation), 
has already had 2 million seller with Die Hard Trilogy, and that figure could well 
be beater next big hope, Croc, hits the streets. 
ss the company is experiencing is largely down to the president of 
mond. Having previously worked at Walt Disney, he was 
vision was launched with the intention of directing the 


just as the d 
wards producing games with great gameplay, instead of concentrating 
e property behind it. Now known as the most successful games 

from Hollywood, and with many more exciting games on the 

Uctimate PC set off to interview President Jon Richmond about the past, 

nd future of Fox Interactive. 


UPC: When Fox Interactive 
launched two years ago, what were 
the company's aims? 

We launched in the summer of '95 
and our aims were frankly this: Fox had 
pursued a strategy, which many studios 
had, of licensing properties to others 
to produce games. We weren't really 
happy with this and we were 
dissatisfied with the quality of the 
games that were coming out. After 
that experience our main aims became 
more ambitious. What we really wanted 
was to actually become a publishing 
and distribution force in the gaming 
and interactive industry, and to a 
certain extent have a greater control 
over our destiny which translated into 
the quality of the end product. 

UPC: How did the Fox job 
come about? 

Prior to Fox I was at Disney for 
ten years doing a variety of different 
things, and most recently I held the 
position of Senior Vice President for 
Walt Disney Attractions. The current 
chairman of Fox and I worked 


together at Disney, so when he was 
interested in launching a new 
company to create a publishing and 
distribution force he asked me to 
help and relieve the effort for him. 
UPC: Since Fox Interactive's 
launch, what has been your 
biggest selling title on PC? 

We launched three titles into 
the market place, Alien Trilogy, Die 
Hard Trilogy, and Independence Day. 
The real focus of those products was 
the console market, though each 
were available on PC. We are 
launching several PC products this 
fall, namely Virtual Springfield, Croc, 
X-Files: Unrestricted Access and 
Anastasia. Our first really major 
focused product for the PC will be 
the X-Files game, which will be 


released April next year. Our best 
selling PC product so far is probably 
Independence Day, which has sold 
around 200,000 units worldwide. 
UPC: I understand Fox don't 
have an internal programming 
team, but work solely with 
outside developers? 

That's right. Our strategy, from a 
development standpoint, is to take 
advantage of the flexibility that 
comes with working with outside 
developers because all our products 
are so different. Die Hard is so terribly 
different from X-Files, which is so 
terribly different from Virtual 
Springfield and each requires a very 
specific set of skills. While Virtual 
Springfield requires tremendous 
animation and 3D rendering skills, X- 
Files requires a different set of skills 
which included shooting over 40 hours 
of film with actors. So in order to 
have all those skill sets in-house I 
would need to have 400 people, and 
because each of our products are, to a 
certain extent, very different it would 


be very hard to keep all those 400 
people rotating through product after 
product. So it's worked out to be a 
very good strategy for us to use 
outside developers. I think we've 
chosen well; in fact, a great deal of 
our development is done in the UK 
with companies such as Argonaut 
Software. It's also helped keep 
overheads low and allowed us to use 
our financial strength where it 
matters, on product development. 
UPC: It looks like Croc is going to 
be a big success for Fox - how 
successful do you think it will be 
on PC? 

Well that's a very interesting issue. 
I am probably most excited about Crac 
for PC, because what it does for the 
first time is bring real 3D free roaming 
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platform gaming to the PC. In my view, I have yet to 
have seen that truly done in the way we are doing it. 
Yes, you've seen Mario, but never on the PC and Sonic 
on the PC doesn't work; I don't think they 
accomplished what we have been able to accomplish. 
What Argonaut and Fox have been able to achieve is 
to truly bring that experience to the PC, and what will 
be most telling is to see how the PC market takes to 
that, because it's never been done before so they're 
not used to it. With the assistance of Intel we have 
been able to bring the technology to the PC. I think, 
personally, it will open up a whole new world because, 
for the moment, PC gamers are focused on one type of 
game while other members of the family are very 
much focused on something else like Edutainment. 


There hasn't been any games, except for may! 
Monopoly, which the family can play together. Croc 
offers this, with top notch gameplay and graphics it 
brings a truly arcade experience into the home. 
Clearly, you wouldn't sit with your kids to play Quake, 


Diablo or Dungeon Keeper, but I firmly believe Croc will — 


open up this market. 

UPC: It looks similar to Super Mario 64, but — 
what exactly makes Croc unique? == 
- -It's probably easier to define the similarities than 
the differences, because the differences are infinite. 
It offers a totally different experience. Croc can 
swim, he can push things, he can climb, he runs and 
jumps, he can hang from a moving trellis and he has 


д A =) С 


Bluth had 
animation sti 


ee back by the character itself, as well as the graphics. We 


Virtual Springfield allows fans of the smash-hit cartoon seri 


the stomping tail swing. I think what is interesting 
about Croc is you, as a player, can dictate Croc's 
personality to a certain extent. He can be aggressive, 
he can be complacent, he can move slowly, he can 


move quickly, he can be cute, mean or ferocious. 
Basically, he can be all different kinds of things for 
different kinds of players. 

UPC: How large is the game? 

- . t will feature over 50 levels and over 200 
environments. In Croc, there are four different islands 
plus a bonus island. One of the islands is a volcano, 
and Croc can actually go inside the lava cave and walk 
around the island. Others include the ice island, the 
desert island and the forest island. 

UPC: Did Argonaut approach you with the 

idea initially? 

- . Yes, Argonaut approached me when the game was 
in its early stages. We got involved very early on and 
have been working with them to try to develop the 
character set with the focus being to take it into other 
mediums like television, publishing and maybe a film 
someday. When I first saw Croc I was initially taken 


then worked with Argonaut very carefully on the 
gameplay and it's gone beyond all our expectations. In 
all, the game took over two years to develop with a 
different team working on the PC, PlayStation and 
Saturn versions. And when it became clear Croc 1 was 
not only a great game but was also going to take off 


interact with 
ers from the film in 
_ challenging activities that 


reinforce problem solving 


adver ›тапсе and comedy, sometime ag 9i 
Anastasia is a spectacular, full- to produce the film, Bluth 
length animated motion picture and his team moved to 
from Fox Animation Studios. The Phoenix, Arizona. 

film tells the tale of the lost 


Russian Princess, rumoured to 
be the last surviving member of 
the Romanov family. Featuring 
the voice-overs of Meg Ryan, 
John Cussack, Christopher Lloyd 
and more, the film is set against 
the backdrop of 1920s St 
Petersburg and Paris, and 
delivers animation and 
storytelling from the talented 
team headed up by renowned 
director Don Bluth. 
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While the film was being 
produced, Fox Interactive 
worked simultaneously on a 
PC adventure game called 
Anastasia: Adventures with 
Pooka and Bartok. More than 
60 hand-painted scenes 
were taken directly from the 
film and used in the CD- 
ROM, together with original 
richly detailed animation. 

The game will be aimed 
at younger players, allowing 


and logic skills. The player 
will travel with Anastasia 
and Pooka, her loyal puppy, 
from St Petersburg to Paris 
to prove Anastasia's true 
royal identity and defeat the 
evil Rasputin. 

20th Century Fox have 
earmarked their biggest ever 
marketing launch for the 
movie, along with a broad 
licensing and merchandising 
campaign, so expect to see 
Anastasia toys explode into 
stores near you soon! 


Fox Interactive are turning gorgeous graphics and 
compelling gameplay inte their hallmark! 


EB urning top video game characters into a 
cartoon series is one way for companies 
to extend the accessibility of their creations. Sega 
turned Sonic into a whole industry, offering a 
cartoon series and a whole range of merchandising 
from spaghetti hoops to underpants – they actually 
made more money from merchandise and TV 
exposure than from sales of the games themselves. 
Perhaps one of the most famous, and most 
recent, game-turned-cartoon has to be Earthworm 
Jim. Creator Dave Perry signed a deal with Playmates 
who who liked his ideas so much it spawned a top TV 
series and a whole range of toys and noyelties. 


in the market place, we commissioned Argonaut to 
create Croc 2, due for release Christmas 1998. 

UPC: Are you going to bring out many more 
original titles for the PC? 

- . What we hope to do is bring out an original 
game once every eighteen months. But this depends 
on our ability to develop or find the right property. 
Our goal for an original title is that we are able to 
take those titles into other mediums. It's a very 
specific kind of approach, it's peculiarly Fox. I don't 
think other publishers are as interested in thinking 
about that as much as we do. 

UPC: Do you have many more games on the 
horizon based on big name properties? 

.... We will be bringing out more games based 
around big name TV and film properties, which 
include the X-Files, Alien Vs Predator, Anastasia and 
Alien Resurrection. The latter will be released 
around the same time as the new movie early next 
year. It will be a third-person perspective fully 3D 
game, involving a mixture of elements from Die 
Hard One and Tomb Raider. 

UPC: With the X-Files game coming out April 


'98, which is the same time as the film is 


Ue Titeractive 1< hoping for similar success 
with Croc. The company is currently working 
with scriptwriters and producers to create a 
series of 3D cartoons for television, similar in 


25 style to the impressive-looking Reboot cartoon 


series. Being part of the Fox Corporation, it's an 
easier transition to bring a property to TV. The 
cartoon division of the company, known as Fox 
Kids Worldwide, is developing the cartoon 
series and it's hoped it will be on TV screens 
around the world sometime during the last 
quarter of 1998 - a 
will be launched 


released, will it be based on the movie? 

- М№, it's an entirely independent story written by 
the show's creator, Chris Carter, created specifically for 
the game and it's been developed first for the PC. 
UPC: How did David Duchovny and Gillian 
Anderson feel about starring in a video game? 
_ I think they were intrigued and interested by it 
and I think they enjoyed themselves, though they 
don't get time to actually play games themselves. 
Also, because of the way the filming was 
structured, it wasn't very different from what they 
normally do. We didn't scan them or use motion 
technology, we just used film and is something 
they have become accustomed to. But, yeah, 
overall they said it was an enjoyable experience. 
UPC: What would you say to PC users who are 
waiting for a killer app game? 

- . What I would say to them is take a look at 
Croc and they'll be blown away. It will come 
totally unexpected because its freedom of 
movement is unlike anything that is available on 
the PC at the moment. | 


W hen it first came out 
the X-Files was a cult 


show, watched only by a 
minority of viewers. The viewing 
figures then grew so rapidly that 
the BBC decided to move the 
programme to BBC1 and since 
then it has regularly attracted 
over 10 million viewers per 
episode. The program is now 
shown all over the world, with 
hundreds of dedicated Web sites 
on the Internet and fan clubs 
popping up all over the place, 
so the prospect of a video 
game based on the program is 
a mouth-watering thought for 
any discerning Mulder and 
Scully followers. 


Fox Interactive plan to launch 
two PC X-Files products. The 
first, available from November, 
is the X-Files: Unrestricted Access 
title. Basically, Unrestricted 
Access gives you the chance to 
work as a freelance 
Mulder/Scully, working on cases 
as if you were actually taking 
part in the program. It gives you 
access to fingerprint files, 
Skully's case reports and more. 
Come spring, the X-Files 
video game will be released and 
is set to come on a whopping 
six CD-ROMS, which includes 24 
hours of video edited down 
from the 40 hours of original 
footage shot for the game. Both 


Gillian Anderson and David 
Duchovny are the main stars, 
along with favourites A.D. 
Walter Skinner, X, The Lone 
Gunman and the Cigarette 
Smoking Man. Using Virtual 
Cinema Technology, developed 
by Hyperbole Studios, the 
player will communicate with 
other characters, fully explore 
environments, examine clues 
and evidence, and interview 
witnesses while collaborating 
with Mulder and Scully to solve 
an X-File. With the hype of the 
film surrounding its release and 
the fact it comes on six CDs, 
one thing's for sure: this game's 
going to be big in all respects! 


FEature| 


] Fo; ж 
k-Files, featuring stars from the TV programme, and is 
Sure to be one of the biggest titles of the year 
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The greatest game оп the PG is now complimented by the greatest 
fully mapped walkthrough, so settle back and use the first part 
of our awesome player’s guide... 


II is based on a few basic places. If you're really good, we may tell 
assumptions, the first of which is that you where they are next issue! 
you have read the instructions to the 
game and know how to select and use 


T he following solution for Quake entire secret levels to be found in some 


inventory items and fire weapons, and 

how to do basic things like side-step or 

strafe. The enemies mentioned in the 

text are based on playing the game in 
т," ‘Hard’ mode, and we know that you 


Our stunning maps of every level have been designed to aid your 
progress through the Quake II environment. The color code below 
explains how they work: 


wouldn’t wuss out on us and play it any 


Any platforms that look like this are the 
other way. There are no, repeat no, 


highest sections of a level 


cheats in this solution. We may have 
missed a few pickups, so if you see 
something you need, don’t wait for us, 
just go and get it. This shaded section indicates platforms 
What you have here is the quickest == from which you can move up or down 
and easiest way of completing the 
game, but if you follow it, you will be 


missti large areas piit altogether We Down in the depths of Quake H's levels 


you'll come across these sections 


recommend that you take some time 
out and explore a little, to 
get the most out of one 
of the finest 


computer games а These symbols indicate interactive parts of 
the level that help you progress further 


ever. There are 
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you. Watch out for a Guard hiding 
round a corner on your left. At the 
end, run up the fallen pillar sticking 


through the wall. Go to your right 
and pick up the health bonuses, and 
kill the Guard who comes at you. 
Jump down into the lower area, and 
kill the two men hiding down here. 
Get the shotgun and the ammo, then 
look behind the boxes in the corner 


for a crack in the floor surrounded by 


barrels. From a safe distance, shoot 
the barrels with the shotgun, to open 
a hole in the floor. 


level 1: 
Outer Base 


From where 
you first 
appear in the 
game, go down the 
flight of steps in front 


of you, pausing only to 
pick up the health 
bonuses, then go through the hole in 


the wall on your right. Crouch down 
and go through the second hole and 
pick up the body armor. Turn left, 
and go down the alley in front of 
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Jump down into the hole, crouch 
down, and follow the row of red lights 
to the end. Jump into the water and 


swim left, go through into the larger 
area, turn to your right and go into the 
narrow opening in front of you. A dog- 
leg to the left will bring you to daylight. 
Go up the ramps on your left, killing the 
two Guards who try to stop you. Pick up 
the ammo and health packs, then go up 
the steps into the building, killing 
another couple of Guards on the way. 
Note the corridor on the right. Go left 
for health and armor, then come back 
and go down the corridor. Stop at the 
window, jump onto the sill, then down 
onto the ledge on the left. Go along the 
ledge for the armor bonus, then jump 
down into the water, back up the 
ramp, and run around to the 


corridor again. Go to the end, and 
through the door on the left. Kill the 
Guards and Enforcers in this room. Shoot 
a few barrels to blow up anyone 
standing near them. Search the room for 
pick-ups, then go up the stairs, follow 
the path around the central lift-shaft 
picking up any ammo you see on the 
way, then go into the lift and press the 
button to descend to the next level. 


SOLution 


Level 2 


You step out of the lift and straight 
into a fire fight with four Guards. Kill 
them all, then go up the ramp opposite 
the lift. Collect the pick-ups on the 
ledge, then go through the doorway 
and go left down the corridor. There is 
an Enforcer hiding behind the boxes at 
the end. Go left at the end, but be 
careful as enemies come through 
between the pillars on the right. Press 
the button on the wall to the left to 


get the SMG and ammo, then turn 
round and go between the pillars. Kill 
anyone in this area, but watch out for 
snipers on the ledges above you. Go 
round to the left to find some health 
hiding in the corner, then get in the 
lift and go up to the balcony level. Go 
round the balcony killing enemies and 
collecting ammo, then come back and 
go through the arch near the lift and 
go down the tunnel. Watch out for 
some Guards hiding behind a secret 
door that will open when you have 
gone past it. 

When you come to the broken 
bridge, jump off into the water and go 
down the sewer pipe on the right. When 
you reach the room at the end of the 
pipe, hit the button an the wall to open 
the hatch, then jump down the pipe to 
go to the next level. 
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Level 3: 


Com center 

Go forwards down the tunnel, and into the 
room. Get the health, then up the steps 
and into the next tunnel. Go round to the 
left and into the room, kill two Guards and 
an Enforcer, then collect the armor shards, 
the ammo and the respirator. Go into the 
room on the left to get a shotgun and 
some ammo. Come back into the room, and 
open the door, but stop in the doorway. 
Get a grenade out, and chuck it down that 
dark hole in front of you, then kill the 
Parasite which runs out. There are several 
pickups in the area, including some ammo 
hidden under the stairs, but there is also 
another Parasite in a hole on the other side 
of the room, and an Enforcer hiding behind 
some boxes. 
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Go up the stairs, collect the health 
bonus, SMG, and Quad Damage, then go up 
the ramp. Go left then right, killing two 
Enforcers and a Guard on the way, then go 

into the room with the huge vat in 

the middle. Ignore the vat for now, 
instead go down the corridor on the 
left, watching your back for the 
snipers on the ledge above you. Go 
{ down the corridor and into the open 
area beyond. Kill the four Guards, 
get the armor and ammo, then go 
up the steps. As you go into the 
room, you will see an Enforcer 
running towards a button on the 
wall. Kill the Enforcer across the 
room before he gets to the alarm 


button on the right wall, and all the guards 
on the upper walkway. Get on the lift and 
ride up, turning round as you go up. Kill 
the guard opposite at the top. Go down 
the tunnel and turn right. Go through the 
arch and kill the Guards on the left, pick 
up the ammo and then go right and round 
to the left, kill the Enforcer and get the 
health packs. Go carefully round the 
next corner on the left as there a lot of 
enemies waiting. Throw grenades into 
the big room as soon as the window is 
smashed. When the fight is 
over, jump down into 
the room and go to 
the console on the 
right. press the front 
of the console to get 
the blue key card, 


which will rise out of the floor on the right 
of the console. Watch out behind you, more 
enemies will appear at the window. Kill 
these, then turn round and go out through 
the door. Follow the corridor round and 
back past the window. At the room with 
the big vat, jump down from the walkway 
to get the environment suit on top of the 
boxes, then jump down into the vat. 
Collect the big health bonus, activate the 
suit, then hit the button, which floods 
the vat. Swim up to the surface and climb 
out. Go back out to the open area, kill 


sot ution 8 


pickups, then get onto the lift platform. Go 
through the door at the top, and exit to 
the Installation. 


three Flyers, then go up the ramp. Turn 
right, kill four Guards, then go on into 
the room on the left. Get the various 


Level 4: Installation 


Hit the lever to lower the bridge, 
then go left to the door. Kill a Guard 
and pick up the health bonus. Go 
through the door and round to the 
right. Go out to the open area with 
the broken bridge, kill the four Flyers 
that turn up, then go through the 
entrance on your right. Follow the 
corridor round and go across the 
bridge. Go through the door, kill the 
two Guards, then go right. Go down 


to the end of the corridor, and go 
into the room, killing the three 
Gunners on the way. Jump down into 
the lower area on the left of the 
door, and search around the cellar to 
find the useful Super Shotgun. Come 
up the stairs at the back of the 
cellar, grab the Quad Damage, 

then hit the button to 
open the lift door, and 
go in to exit the level 
and finish the unit. 


START 
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Unit 2: Bunker 

Level 5: Ammo Depot 

This is a very big and complex level, so 
pay attention... 

Enter the first room, kill the Guard, then 
jump down to the lower level on the left of 
the door. Kill the Guard, get the Super 
Shotgun if you missed the one in the last 
level, and a grenade. Use the button by the 
small lift to get back up. Go through the 
door. In the next room, go down the steps 
backwards, as a hidden door in the wall 
opens releasing two Enforcers and loads of 
pickups. When you have fought these, 
destroy the black boxes in the lower part of 
the room for more pickups, then hit the 
button on the right wall to open the exit, 
but turn round quick as several guards run 


in. Go through the door and kill the 
Technician, and 
pick up lots of 
health. Press the 
button to open 
the next door, 
and kill the 
Guards who run 
at you. Go 
through into the large room with the 
catwalks. Kill the two Guards on the upper 
catwalk to the left, then jump down to the 
lower level and kill three more Guards. You 
are then free to jump around the various 
boxes getting all the pickups in the room. 
make sure you press the button below the 
door on the wall. 

Use the button by the lift to get back 
up to the entry level, then get on the lift 
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Opposite where you came in, and ride up 
to the next level. Go onto the catwalk 
and hit the button to extend the bridge 
below you. Jump down, and go across the 
bridge to the door. Go through and kill 
the two Beserkers beyond it. Go down the 
corridor with the row of health bonuses, 
and turn left at the end. Go down the 
ramp, and cautiously go to the doorway 
on the left at the bottom. Kill six Guards 
and a Technician in the room beyond, 
including on the catwalk overhead. If you 
shoot the barrels between them, they will 
explode and kill them both. When you 
have done this, go into the room, turn 
round, and kill the Enforcer in the control 
booth. Shoot the yellow 

panel on the wall 


behind him to | i 


lower the ; “ 
force field, | e = 
then go L— 
round and up 

the steps 

into the 

control 


NE poor. The 
Í button on the 
wall opens a 


3 secret stash 
under the ramp. 
Hit the button on the console 

and watch as the cargo container 


smashes through the door opposite. Go 
through this door, and kill the Guard in 
the room beyond. 

Go through the next door, and down 
the corridor beyond, open the door at the 
end on the right, then turn around and 
kill the two Enforcers who come out of 
the door behind you. Ignore the ladder, 
you can't get up it yet. Go through the 
door, kill the two Guards in the corridor, 
and go into another large room with 
catwalks. Watch out for Beserkers and the 
snipers above you. Kill them, then jump 


H 


LOWER LEVEL 
MAP 


site! 


down and kill the Guards and 
Beserkers on the lower level, 
then go through the door in 
the far corner. Turn right and 
go to the door at the end, kill 
the Beserker hiding on the 
right. Use the button to open 


Addon ше Ый алашы 
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the door, but watch your 
back. There is a hole in the roof and 
snipers above. Ride the lift to the upper 
floor, and kill the two guards at the top. 
Press the button on the panel in the 
middle to the room to drop boxes on the 
Beserkers below, squashing them flat. Go 
to the door at the far end of the room, 
and go down in the lift. Kill the Guard at 
the bottom and go through the door on 
the right. Kill the Guard on the overhead 
catwalk, and one hiding each side of the 


door. Ignore the button on the right, just 
go across the bridge and down the 
corridor on the right. Kill the Beserker and 
the four Guards hiding in the side corridor, 
then go in where they were and get the 
health and ammo. 

Now for a tricky bit. Go to the end of 
the pier, and kill the Guards at either end 
of the water-filled room. Also shoot all the 
Barracuda Sharks in the water. Jump in the 
water and climb out onto the small red 


box. Jump up onto a series of boxes until 
you can jump onto the ledge on the far 
side of the room, then go right. Jump from 
the ledge to the platform where the guard 
was standing, and press the button on the 
wall to open the door at the far end of the 
room. Jump back onto the ledge, and go 
the length of the room. Jump onto the 
other platform and go out the door. 

Go right down the corridor, kill the 
guards on the ledge above, and press the 
button to call the lift. Go up, kill the two 
Beserkers on the left, then go through the 
door on the right. Kill two Guards hiding 
on the right, then go through the door at 
the far end of the catwalk. Follow the 
path around, go through the door, kill the 
Beserker, and go in the room on the left. 
Press the button to open the ladder hatch, 
then carry on round the corridor to the 
right. Go through the door at the end, kill 
the two Guards and the Beserker 
on the walkway, and go forwards — 
to the T-junction. Turn left for i 
the Supply Station. Go 
through the door, and i * 
destroy the black crate оп “= 
the right to reveal the 
entrance to a major stash 
of pickups, but watch out 
for the Beserker i 


guarding it. The button on 
the far wall opens the 
laser fence. Fill up with 
ammo and health, then 
head for the door to the 
Supply Station. 
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Enter the level, kill the two Guards on 
your left, and the two guards and the 
gunner who appear opposite. Cross the 
bridge and go round to your left. Go to 
the end and through the door on the 
right. Kill the two Guards on the raised 
area opposite, then press the button on 
the console to your right to drop a crate 
on the gunner standing below. Jump down 
to the floor, then turn round and kill the 
enemies who run out from under the 
raised area you were standing on. Cross 
the floor to the raised area the two Guards 
were standing on, and jump up the pile of 
boxes to get to the top. Press the button 
to unlock the exit, then jump down again, 
and go through the door on your left. Kill 
two Guards and a gunner, plus another 
Guard hiding in the shadows on top of a 
pile of boxes in the corner. Go into the 
room, watching for enemies Lurking in the 
shadows above and hiding behind crates. 
Go behind some boxes at the end to find 
the rather awesome Chain Gun, but turn 
round at once to kill the gunner who 
smashes out of the crates behind you. Go 
round to the left for more ammo and a 
button to activate the lift. Go up, turn to 
your left, and get the first Power Cube 
from the alcove in the wall. Turn round to 
see the laser fence across the corridor go 


down. Go through and turn right along the 
balcony, and go through the entrance at 
the end on the left. Go through the door, 
kill the gunner, and climb the boxes to 
get the armor. Go into the lift and press 
the button to descend. Turn to your left 
as the lift goes down, and kill the 
beserker at the bottom. Press the button 
on the wall to start the anti-grav palette 
moving, and follow it through the door. 
Once trough the door, jump down onto the 
conveyor belt on the right, and go 
cautiously through the door at the end, 
into the railway station. Sneak in, kill the 
two gunners on this side of the track, 
then use grenades on the gunner in the 
control room on the other side. When he’s 
dead, jump from the platform onto the 
flatbed truck with the crate on it, then 
onto the other platform. Press the button 
in the control room to make the train 
crash through the doors, then go to the 
end of the platform and press the other 
button. This deactivates the track and 
reveals the second Power Cube. Grab this, 
then jump down onto the track. Go right, 
crouch down, and press the button under 
the track. Go under the track and up the 
ladder which appears, and get the third 
Power Cube at the top, as well as lots of 
armor shards. 

Turn round to face the ladder, then 
go to the right wall. A panel will slide 


open. Jump up into the tunnel, and go 


along it to a grille in the wall. Crouch 
down and edge forwards until you can 
shoot the guard on the opposite ledge, 
and possibly the gunner to your right as 
well. Jump down to the ground, go left 
and climb up the ladder on your right. At 
the top, turn right and go into the big 
storage area. Go round to your left, 
killing anyone who appears, then turn to 
your right to find a button on the wall. 
press this to open a stairway in the floor. 
Go down here and into the room beyond. 
Kill the two Guards on the raised 
area, then turn left and get on the lift, 


which goes 
down. As it 
descends, turn 
round and 
shoot the 
beserker that 
runs towards 
you, then kill 
the gunner at 
the top of the ladder 
across the room. Go 
up the ladder, collect 
the health bonuses, and 
press the button to start the 
cargo lifts. Jump down from 
the raised area and ride up 
on one of the cargo lifts to 
the raised area in the room 
above. Go through the 

door at the end of the 
raised area, kill the gunner 
and collect the fourth and 
final Power Cube. As soon 

as you grab it, the door on 
your right opens, and two 
Guards on a raised area in 
the next room start shooting at you. Kill 
them, then go into the room and up the 
ladder to where they were standing. Press 
the button on the left of the platform to 
open the door to the lift, then jump 
down. Kill the remaining gunner and 
beserker in this room, then go out the 
door and onto the lift. Kill the guard 
waiting for you at the top, turn and go 
up the stairs where another guard is 
waiting to be killed. Go past the barred 
window, left at the end, and down the 
stairs. At the bottom, kill the beserker, 


grab the shotgun 
ammo, and go round 
to the door. Hit the 
button to open it, and 
go through into the supply depot. Go 
straight across and hit the button on the 
wall opposite, which opens the door to 
the right, behind which is a lift. Get in 
and go up, out the door, and back out the 
way you came in. Go back to the big 

room with the T-junction catwalks, and go 
across to the Warehouse. 
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in front of you on the right, lift. As soon as 


and down the ramp into the the door opens 
Warehouse proper. you will be 
ee Go in, and turn down the attacked by a 
corridor on the right. Go to Parasite and a 
the end and restore the Beserker, so good 
second Power Cube, which luck! When you 
turns on the lift and the have dispatched 
lights. Four Guards may come them, go to the 
running down the corridor at Access Panel on 
{ you, so kill them all. Go up the the left of the 
| lift, kill the Gunner at the top, and go room and 
— á— ss" down the corridor. When you reach the restore the third 
f bridge, turn round and kill the gunners and Power Cube. 
| beserkers who come out of a hidden door Hop onto 
o} a behind you. Carry on to the door across the the lift up the steps 
bridge, go through, and drop grenades on across the room, and 
those below. Go down the stairs and mop up ride back up to the big 
any survivors, and watch out for the Parasite room. Step onto the now 
hiding under the stairs. A grenade should moving belt, and ride it across to 
sort him out. Go through the square the opposite entrance. There are two 
entrance opposite the stairs, kill the gunner gunners hiding just inside the room, so be 
in the corridor, go to the end and down the ready to fight. Go round to the right, and 


EXIT 
———— 


Level 7: Ammo Depot 


Go into the Warehouse. On the left is the first 
access box. Go to it and insert the first power 
cube, which activates certain systems. Come 
out and turn left, go to the end of the 
corridor and press the button on the wall to 
call the lift. Ride up, but be ready to kill a 
guard at the top, and possibly a beserker as 
well. Dodge him if necessary, or he will throw 
you over the edge. Go through the entrance 
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press both 
buttons either 
side of the 
— door. Go 
through the door 
and along the 
ledge to the lift, 
get on and go up 
to the door 
above. There are 
two Parasites 
waiting in this 
room, so again, 
be careful. 

Go through the 
door on the 
other side of the 
room, and kill 
the guard on the 
opposite ledge. 
Drop grenades 
into the room below, then jump down and kill 
any survivors. Go round behind the boxes on 
the left of the room to come up behind a 
Parasite waiting for you to go to the Access 
Panel. Kill it, then restore the fourth and final 
Power Cube. 

Use the fork-lift thing on the wall to ride 
up, and jump off onto the ledge where the 
guard was standing, then get onto the 
moving belt. As you ride up, turn to your left 
and shoot the gunner on the other side of 
the room. Get off the belt, and go to where 
the gunner was standing. Press the button 
on the wall, and watch a crane lift a box up 


SüLution 


and place it near the door on the 
ledge. When it stops, shoot the 
box, which explodes destroying 
the door. Go through, kill the 
gunner in the room beyond, and go on to 
the next door. Go through, and hit the 
button to open the stairs. 

Go down, kill the gunners and the 
parasite at the bottom, and go through the 
door. Go round the boxes on the left, and 
come face to face with a Tank! He is quite 
slow, so keep moving and firing, and you 
should be OK. When he is dead, press the 
console behind him, then go back towards 
the door. Press the button on the wall to 
open another door. Kill everyone you can see 
in the room, then chuck a few grenades into 


the lower area in the middle to flush out two 
parasites, then kill them. A bit harsh, but it's 
them or you. Go into the windowed area on 
the left and press the button to start the 
cargo carriers. Come out, jump onto one of 
the moving carriers, and ride it round until 
you can jump off on the other side of the 


room. Go through the door. Kill the gunner 


in this room, then press the button to open 
the door. Go in, press the button marked 
‘Exit’, then get on the moving belt between 


the boxes, and ride out of the unit. 
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Level 8: Main Gate 
Don’t shoot the barrel!! Kill the two 
enforcers, then jump up on the barrel and 
collect the armor on top of the box. If flyers that come and hassle you, then swim 
you have destroyed the barrel, tough 
luck-that was the only way up! 

Go through the archway on the right of 
the room, go through the door and kill the 
two gunners on the right and the two flyers 


down the pipe. Follow this around until you 
emerge into a big round vat with a rotating 
fan blocking the exit. Surface, and swim to 
the ledge with the bars. Grab the silencer, 

select your most powerful gun, activate the 
above. Then jump of the ledge into the 

water and swim down the tunnel opposite 


silencer, and shoot the gunner through the 
bars before he can get to the alarm button 
across the room. When he is dead, shoot 
the thick red cable on the far wall. It will 
explode, shutting down the underwater fan. 


the entrance. You emerge into a lake with a 


big pipe off to 
the left. Kill the 


Jump back into the vat, swim past the fan, 
and surface inside the room. Climb out of 
the water, and go down the right hand 


Enter the room, go to the ladder at the far 
end, and shoot out the trapdoor in 


EXIT 
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corridor, then left at the end and left again. 


| 
| 
| 
| 
| 
| 


the ceiling. Climb up the ladder and kill the 
gunner before he turns round. Get onto the 
lift, and ride up to the top of the building. 
Hit the button in the floor to open the 
main gate, then look over the edge. Shoot 
the guy on the artillery piece below, then 
jump down alongside the wall to minimise 
damage. Go through the big gate and get 
on the lift. Press the button to go down to 
the next level. 


| 
| 
| 


Level 9: 
Detention Center 
From the lift, turn either left or right, it 
makes no difference. Kill the gunners, go 
down the steps, kill two enforcers and head 
outside. There is a Tank just across the 
courtyard in the right corner, so be careful. 
Kill him, then go down the stairs on the left. 
Go through the arch and round to the left. 
There is a Gladiator in the room who must be 
killed before he can hit the alarm button on 
the wall. If he gets to it in time, three flyers 
will turn up. Kill them all, and grab the Blue 
Keycard. Your computer will tell you to get 
the Red Card next, but don't worry about 
that for now. There is a better way... 

Go back up the stairs to the courtyard 
and through the massive doors on the left. 


Go round the wall and kill the two beserkers 
in the next courtyard, and the gunner on 
the balcony above and opposite. Go across 
the yard and up the lift. When you get to 
the top, kill the gladiator opposite, then 
drop down onto the balcony to get the 
Chain Gun and ammo. Jump down into the 
yard and go through the door on the left, 
the one with the red mark in the top right 
corner. Kill the Parasite hiding round the 
corner on the right, then go left. Kill the 
second Parasite hiding in the alcove on the 
left, then go right into the room. Kill the 
three Enforcers and go through the door on 
the left, kill the Parasite and Enforcer, go 
forward and right, and be ready to fight five 
Enforcers and two parasites. If you survive 


that, go up the lift. Two flyers burst out of a 
hidden area behind you, so watch out. Go 
down the tunnel to the console at the end 
and press the front of it to deactivate the 
yellow lasers, then jump down from the 
balcony and go through the left door. 

Kill the Beserker then go left and round 
to the cell block. Kill the two Gladiators, 
then run through to the opposite arch 
before the guys on the balcony to the right 
can shoot at you. Don't concern yourself 
with the prisoners-they are as good as dead 
already. Go round to the left, and you 
should catch a Tank with his back to you. 
Shoot him, and the two Medics who turn 
up to help him, then go through the Exit 
door on your left. 


solution [TG 
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EXIT 
TO GUARD HOUSE 


START 


Level 10: 


Security Complex 

Shoot the Beserker in the back, probably 
killing the prisoner in the process - 
oops! Go straight across and through 
the big arch. Kill the Medic and go down 
the stairs to the archway on the left. 
This room is like a shooting gallery, so 
shoot everything that moves. When the 
smoke clears, go up the stairs to the 
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EXIT 
TO TORTURE CHAMBER 


right. Kill two gunners, go in and right, 
then round to the left. Kill the Gunner 
and Enforcer and go through the arch on 
the right. Go down to the smaller 


left, and through the archway. Go round 
to the right, kill the Gladiator and the 
Gunner, and collect the Red Key card. If 
you did all of Level 9: Detention Center, 
then there is no need to go back now. 
Instead go back to the main courtyard 
where you shot the Beserker and go 
through the door up the ramp to the 


courtyard, kill three Enforcers, then run 
across and through the exit before the 

Tank on the balcony wakes up. Exit to 

the Guard house. 


SüLution 


get the Pyramid key, then retrace ЕНЕР Е ee 
your steps back to the Security H 


Complex. When you get back to : 
the main courtyard, go : 


straight across and down 


Waste the two Guards on the floor and 
the Gunner on the balcony, then go 
across the room and up the lift. Go 
through the arch on the left, and go 
round into the big room. Kill two Guards 
and two Enforcers on the way. Go down 
the steps and round to the right, down 
some more steps, and kill three Guards. 
Go out through the door. Go up the ramp 
on the right, in front of the door, and 


through the arch ahead of you. Go inside, 
kill the Guards and a couple of Mutants, 
then go left and down the steps. Go 
forwards and right and down some more 
steps, into a room with two Guards. Kill 
them, then go left between the two 
pillars, and down the steps to the 
walkway. Follow this round, killing some 
Guards on the way, until you come to a 
big open area. Use the pillars as cover 
while you take out the Tank across the 
square, using rockets if you have them, 
then kill the gunners guarding the door. 
When they are all dead, go over to where 
the Tank was standing and press the 
button on the wall, which lowers the 
force field over the door. Go through the 
door, and go round to 
the left, and take out 
the eight Guards in the 
building. Go up the 
steps to the left and 


into the cave-like 
entrance. Go down 
and left, then 

kill the Tank 
guarding the 
bridge controls. 
Press the 

console to lower 
the bridge and go 
across. Kill two 
Icaruses and go 
through the door. 
Turn right and go 
down the steps. At 
the bottom, kill 
the three gunners 


on the balcony, and the Tank 
guarding the door. Go through 


the door to the 
Torture Chambers. 
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CELL BLOGK B 


Level 12: 
Torture Chambers 

On entry, go right then left into the big 
hanger-like tunnel, then kill the Tank 
guarding the lift. Go out the end of the 
tunnel and outside. Go round to the right 
and collect the Hyper Blaster, the best 
gun in the game. Come back inside, and 
hit the button on the floor, then jump on 
the lift as it immediately starts to 
descend. When you reach the bottom, 
step of the lift and turn to face the 
button on the wall, then turn to your 
right. Go down the tunnel, round to the 
right, and cross the walkway to the door 
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above the big sign for 
Cell Block A on the wall. 
G through and round to 
the left, and through 
the door. Waste the 
Guards torturing the | 
prisoner, then go out the door f 
on the right. Cross the 
bridge and go left 

down the tunnel 

into the room. Ki. | Ё 
the gunner, then [ 
jump down апа 
press the button 
on the wall to 
open the 
compartment, and 
grab the CD (Perry 


Turn round and go 
out the arch on the 
right. Go along the 


Como, of course). 
gantry through Cell 


TORTURE CHAMBERS 
UPPER LEVEL 
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dicil Bed T 
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Block A, turn right and go 
through the door. Go past the 
signs on the wall and up to 
the door on the right. Press the button to 
open the door. Go through and round to 
the left into Cell Block B. Jump down to 
the lower level, and go to the cells below 
the big sign on the wall. Press the switch 
on the wall to open the cell, and shoot 
out the grating in the floor. Drop down 
the hole, kill the Parasite at the bottom, 
and grab the respirator from one of the 
side alcoves. Jump up to the circular 
aperture in the end wall, go through, 
activate the respirator and jump into the 


water. Swim along the pipes until you 


emerge into a room where two Guards are 
doing something bizarre to a prisoner. Kill 
them and grab the Pass Key in the corner. 
Go out of the door, use the console to 
open the door on the right. Go through, 
go past the first door on the left, and 
follow the walkway round to the door on 
the far side. Go through this, and you will 
see the Exit clearly marked on the far side 
of the room. It is guarded by a Tank, but 
by now you should find him no problem. 


SOLution 
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Level 13: 


Security Pyramid 

Nice and easy. From the door, go right 
and kill two Enforcers. Go through the 
door, and kill the Gunners and the 
Medic, then go right down the avenue 
of arches, and left at the end. Emerge 
into the top walkway of the big 
Security Complex room. Jump down to a 
lower walkway, and go down to the 
central stairs. At the lowest level, there 
are two arches in the back wall. Go 
through either of these, and go around 
to the door. Go through and walk up to 


SECURITY 
PYRAMID 


UPPER LEVEL 
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the panel in front of you, to use the 
key to open the Pyramid. When it 
opens, kill the Icarus that flies out, 
then go down the lift. Go through the 
door in front of you. Hit the lift button 
and Exit to Grid Control. 


Quick, but very nasty. Go up the steps 
in front of you and through the 
entrance ahead. Go right or left, it 
doesn’t matter, but ignore the button 
on the wall to the right. Dodge through 
the lasers down one of the side 
corridors to the lift at the end, then 


ride up. There are two Tanks in the 
large area above. Kill them both and 
the ground will start shaking violently, 
and sections of the wall will explode, 
releasing and enormous Tank-monster 
and four beserkers. Fight them all and 
win, then go down the hole in the 
middle of this area. At the bottom, go 
down the left side of the tunnel and 
round the machines to the lift. Go up, 
and go round the central Grid Control 
to find a button. Press this to open the 
Grid Control, then blast the thing 
shooting out purple beams and destroy 
it. Go out of the door opposite to find 
the Exit, and end the Unit. 
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Level 15: Mines Entrance 
ч 


From the start, follow the corridor 
round to the door, go out and kill the 
three Guards and two beserkers, then 
go up the steps in front of you. You 
can try for the pickups on the islands 
in the lava, but leave the bandoleer, 
because you although can jump down 


to it, you can’t get back without 
running through lava! 


Follow the path round to the right 
and go through the square archway and 


continue round to the bridge, killing 
anyone you meet. Kill the two Guards 
on the lower platform, then cross the 
bridge and go in the tunnel. Follow it 
round to an open area where there are 
several Guards, but be careful not to 
shoot the barrels here, because they are 
useful. Kill all the Guards, then push 
one of the barrels up against the side 
of the raised platform and jump up. 

If the barrels are destroyed, go back 
out to the bridge and jump down to the 
lower platform where the two Guards 
were, and go in that way. Go right and up 
the ladder to a hidden door with a big 
symbol on it. Go through this onto the 
raised area. 

Go through the doorway on the 
right of the hidden door and carry on 
round to the left of the big curved 
wall. Go round and down the stairs, 
taking out the three or four Icaruses 
that fly out of the chimney on the 
upper right. Go down to the mine 
entrance and follow the tunnel round 
to a door marked Exit. 


SOLution 
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Level 18: Upper Mines 


Go down the tunnel on the left, killing 
the two Guards who get in your way. 
You come to a big cave with a rock 
crusher in it. Kill all the Guards, and go 
into the tunnel on the left. Go up the 
lift, and kill the four Guards at the top, 
then go round the pit and up the steps 
on the right. Next, kill the Gladiator and 
go up the steps on the left, then kill 
two gunners and go left up some more 
steps. Go forwards through the arch, 
killing several Guards, gunners, and 
mutants, then turn left and go down the 
ramp. At the bottom, go left then right 
to the outdoors. 

Go to the right and down the cave-like 
tunnel, follow it round to a room and 
another tunnel sloping upwards, leading to 
a room with a narrow passage sloping up 
from it, and several enemies to kill. Go up 
the narrow passage and turn right at the 
top, and kill three Guards. You will now 
come to a wide metal bridge with nasty- 
looking nozzles down the side. Step a 
short way onto it, then step back, to lure 
out the Gladiator at the far end. Shoot 
him, then run across the bridge, avoiding 
the blasts of flame which shoot from the 
nozzles. Step on the button to turn them 
off. Kill the assorted enemies in the room, 
then go up the ramp, go round to the left, 
then right, to another outdoor area. Kill 
the Guards on the raised areas, then go 
forwards between them and across the 
catwalk. Go through the entrance on the 
other side, kill the Gladiator, then go in 
and find the button which turns on the 
ventilation system. 

Come back out 
and across the 
catwalk and 
between the 
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raised areas, and turn left. Go round to 
the left, and hit the floor switch to 
extend the bridge. Go across, turn right, 
and go down the ramp and back outside. 
This time go down the steps and around 
the edge of the ventilation shaft to the 
entrance. Go in, find the lift, and go 
down. Kill two Guards and a mutant, 
then go through the door to Exit. 


Level 17: Borehole 

Go forwards and right, kill the Gladiator and 
two gunners, then go left and down the 
steps. Go to the end, go left and kill another 
gladiator, then go forwards into a big room 
on two levels. Throw grenades down to the 
left of the walkway, then go right and down 
the stairs, killing any survivors. Go round the 
wall and through the odd-shaped archway, 
go forwards to the bridge, and shoot the 
Guards down on the left. Cross the bridge 
and go down the tunnel. Go to the left and 
out onto a bridge. Chuck a few grenades 
down either side to kill the mutants below, 
and shoot the Beserkers who try to throw 
you off the bridge. Carry on following the 
bridge round, and go into the drilling cave. 
There are two buttons on the wall; press 
them both, then turn round quickly as more 
gunners and beserkers come out of hidden 
doors behind and on your left. Now head 


back, retracing your steps until you reach the 
door you first came in through, but instead 
of going through it, turn right and go into 
the large chamber with the walkway going 
round three sides. Go round to the button on 
the right wall and press it to lower the 
walkway down to the next level, and go 
round to the doorway which is now 
accessible. Go in to find the Exit to the first 
part of the Drilling Area. 


ипо 
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Level 18: Drilling Area 


In the drilling area, go out by the door on 
the right and down the stairs. Follow the 
corridor round for a while, killing anything 
that you meet on the way. Be extra cautious 
when trying to get through the rising and 


falling doors as they can be fatal! Eventually : 
you should come to a room with a lever, pull 
it, then retrace your steps back toward the 
Borehole. Hit the right hand button to open 
a way through to the other side of the 
drilling area. Here you must kill the gunmen 
and take out the two red cables on the wall. 
This will open a tunnel, go through it, kill 
the mutants and pull the lever on the other 
side of the drill, this will laser a hole in the 
+ = floor to allow you to drop into it. 
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Level 19: Lower Mines 


After dropping through the hole, 
kill off the technicians and push 
the lever, this will start the 
buckets. Jump on a bucket and 
ride to the next room, jump off 
and go down the higher narrower 
of the two passageways. Follow 
this path around to the left, kill 
the two Technicians, then drop 
onto the platform at the end. Go 
up the tunnel until you reach a 
catwalk above a room, quickly 
run across and push the lever, 
this will drop a large rock on the 
tank below. Jump down into the 
room and hit the switch on the 
back of the laser gun to blast a 


EXIT B 


SOLution 


hole through the wall. On the left 
through the hole is a weapon 
bonus, ignore it, it’s a trap. Go 
left down the corridor, then turn 
right onto a bridge, watch out 
though, it will shake you off if 
you're not careful! Keep going to 
the lift and into the exit, through 
the last bit of the Drilling Area, 
then go left down the tunnel to 
the lift for the factory. 


NENT 


Final part of 
Quake II solution 
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Tip the balance in your favor with this essential collection of mini-tips and cheats. If you know of 
any more sned them in to the normal Rapide address. You never know, you might win a game! 


Age of Empires 
Press Enter to activate the chat mode 
and then type in any of the following 
codes (case sensitive): 


DIEDIEDIE - Kill everyone 
RESIGN - Resign from the game 
REVEAL MAP ~ Reveal Map 
PEPPERONI PIZZA - 1,000 food 
COINAGE - 1,000 gold 
WOODSTOCK - 1,000 wood 
QUARRY - 1,000 stone 
Beasts and Bumpkins 
Cheat Mode 


Type 'KNEELBEFOREME' at any time 
during the game, a sound will confirm 
the cheat mode. 

Press F11 once to enter the edit 
mode and then type in any of the 
cheats below; 


-G - Lots of gold 
-0103 - For man or woman 
-0110 - For a cow 


-c - To duplicate the last created object 
-Ctrl-F6 - То remove the fog of war 
Press F11 once more to enter the 
Script mode. 

Type ‘loadmission’, then press Enter, 
then the number of the mission to 
load, 1 to 30. 

Press F11 again to exit the 

cheat mode. 


Carmageddon Cheats 

AT the main menu screen type 
ENABLE(quickly) to be given access to 
all tracks and vehicles. You can now use 
all of the other cheats in the game... 


First of all, when the race starts use F4 
to cycle through the modes until CHEAT 
MODE appears. Then all the following 
cheats will become availiable: 


F5 Total repair 
F6 Toggle invulnerability on/off 
F Adds 30 seconds to the timer 
F8 Freeze/Unfreeze timer 
F10 Increment lap counter 
Fil Earn 5000 credits instantly 


F12 Switch between each opponent's 
camera and your own 
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SHIFT-F6 Show opponents on map 
SHIFT-F7 Adds 300 seconds to timer 
SHIFT-F8 Toggle shadow between 
none/your car only/all cars 
SHIFT-F10 
checkpoint counter 
SHIFT-F11 Lose 5000 credits instantly 


Increment 


Power-ups 

0 Bonus 
1 Mega bonus 
2 Pedestrians glued to ground 
3 Giant pedestrians 
4 Explosive pedestrians 
5 Hot-rod 
6 Turbo pedestrians 
7 Invulnerability 
8 Free repairs 
9 Instant repairs 
SHIFT-0 Timer frozen 
SHIFT-1 Underwater ability 
SHIFT-2 Time bonus 
SHIFT-3 Oh dear, bodywork trashed 
SHIFT-4 Blow yourself up 
SHIFT-5 Frozen opponents 
SHIFT-6 Frozen cops 
SHIFT-7 Turbo opponents 
SHIFT-8 Turbo cops 
SHIFT-9 Gravity has gone strange 
ALT-0 Pinball mode 
ALT-1 Wall climber 
ALT-2 Bouncey-bouncey 
ALT-3 Oh dear, jelly suspension! 
ALT-4 Pedestrians shown on map 
ALT-5 Pedestrian extro-bastard ray 
ALT-6 Greased tires 
ALT-7 Acme damage magnifier 
SHIFT-ALT-2 Instant handbrake 
SHIFT-ALT-4 Turbo 
SHIFT-ALT-5 Mega-turbo 
SHIFT-ALT-6 Blind pedestrians 
SHIFT-ALT-7 Pedestrian respawn 
SHIFT-ALT-8 Five free 
recovery vouchers 

SHIFT-ALT-9 Solid granite car! 
CTRL-0 Rock springs! 
CTRL-1 = Drugs! 


CTRL-2 Grip-o-matic tyres 
CTRL-3 Pedestrian harvest 
Chasm 


At the main console, type in the 


following words for the relevant cheat; 


INVISIBLE - Two minutes invisibility 


CHOJIN - Become immortal 
AMMO - Full ammo 
ARMOR - 200% armor 
FULLMAP - View the full map 


KILL — - Kill everything immediately 


Whilst flying press ‘R’ and enter one 
of the following codes; 


RATZ - Invisibility 
COWZ - Freeze your enemies 
0069 - Rearm weapons 
CAT9 - Repair damage 
Constructor 


If the council are doling out too 
many black marks to you, get yourself 
a level two house and make the 
tenants the ‘punks’ After a short 
time, the ‘punks’ will start to 
complain about a hedge and you'll be 
given some more black marks if you 
don't reduce the rent considerably. 

If you do this you'll receive 
some white marks. With this done, 
put the rent back up and then wait 
for them to start complaining again. 
You can repeat this trick as often as 
you like, helping to build up 
hundreds, or even thousands of 
white marks. 


Here are some cheats from Jonathan 
Friel. The following cheat codes are 
for DOS Constructor only. The words 
must be typed in without any 
spaces on the single player or 
network selection screen. Each one 
must be finished by pressing return. 
You must makes sure that you 
cannot see any words being typed 
into the screen. When successful 
you will here a beep. 

Once in the game press C and you 
will notice a ‘x’ sign by the date at 


the top of the screen. This will show 
that the cheats you have entered are 
now activated. You cannot save a 
game and return to it later with the 
cheats still active. 
Speed471 - Allow speed up game in 
network mode 
Worker902 - Allow buying of workers 
at all times 


Gangster822 - Allow converting of 
workers to gangsters 

Weapons473 - Allow buying of any 
weapon for gangsters 

Tenants127 - Allow selection of any 
tenants at any time 

Fences673 - Allow selection of any 
fence at any time 

Loans039 - Allow borrowing of any 


amount from the bank 


Estates131 - Allow buying of an 
estate without limit 
Houses738 - Allow selection of any 


house at any time 

Build909 - Allow CTRL when placing 
house at any time 

Actions674 – Allow use of undesirable 
action on easy level 

Gadgets337 - Allow manufacture of 
any gadget in gadget factory 
Missions824 - Allow alt I to toggle 
missions on/off 

Complain840 - Allow Alt P and Alt M 
for supplying police and bribes 
Cadets552 - ^ Allow team change in 
single player mode only 

Maps751 - Allow playing of any map 
with any No. of players 


Die Hard Trilogy 
If you can't get Bruce Willis’ arse into 
gear, try these tips for Die Hard 
Trilogy, courtesy of James Barnard. 

To get these to work simply 
puase the game then type R and 2 
simultaneosly to get cheat mode. 


Die Hard: 

Right,up,down,E: God mode 

Right E,Down,0: Huge ammo Reload 

Right, Up, Down, Down, E, Right (repeat): 
Gun supply 


Die Harder: 

Type this code once for guns and 
twice for god mode: 
Right, Up, Down,E 
Right,E,Left,0,A,Down,E: 

Missiles and grenades 


Die Hard With A Vengeance: 
Left,0,Up,Down,E, Right: Infinite Lives 


Dungeon Keeper 

Type in ‘please give all’ at the main 
title screen and this should give you 
all the creatures, buildings and traps 
when you start a new game. 


Extreme Assault 

Operation Area 1 

Mission 1: Shoot the hanger floor to 
uncover a secret area. Besides extras, 
you will also find a teleporter switch 
which will take you to the final 
mission of this area. 

Mission 2: Blast the hillside between 
the two trees located at your 4 
o’clock when you start the mission. 
Mission 4: Take a closer look at the 
church clock - it works! Destroy the 
steeple of the church to obtain 
some extras. 

Mission 5: As you are going up to the 
village you will see a single tree on 
your left. Shoot the base of the 
mountain behind the tree and a 
secret place will be revealed. Here 
you can switch between the 
helicopter and the tank. 

Mission 6: Return to the tunnel you 
passed through before the mission 
started. Destroy the giant fan, it is 
blocking the entrance to a sécret area. 
Mission 8: Descend to the castle ruins 
for some more power-ups. 

Mission 12: Go in the opposite 
direction as the green arrow is 
pointing to get some extras. 


Operation Area 2 

Mission 1: At the beginning of the 
mission you can reveal a secret area 
if you turn round and shoot the wall 
behind you. 

Mission 3: When the mission starts, 
turn round and take out the gun 
turret in the alcove. Then destroy 
the wall behind it to reveal a 
secret area. 

Mission 9: At the start of the 
mission, turn round and shoot the 
gate on the back of the rock bridge. 


Operation Area 3 
Mission 1: Descend into the volcanic 
craters to find some extras. 


Mission 2: Blast all of the crates in 
the first room. At the end of the 
mission there is an entrance to a 
secret room on your right. 

Mission 3: First fly to the aircraft 
carrier to collect the power-ups. Next 
go to the border of the mission area. 
Wait a short time and you will see an 
airliner approaching. Shoot him down 
with a guided missile and then check 
out the beach. In the jungle you will 
come to a fork in the road; shoot the 
tree with the birds in it. 

Mission 4: Destroy the statue in the 
village for some additional power-ups. 
Mission 5: When you come to a cave 
with a shattered bridge, descend to 
collect some extras, then fly straight 
ahead and shoot the apparent dead 
end to enter a secret area. 

Mission 6: One way to complete this 
mission is to first destroy 

the generator. 

Mission 7: You'll find extras behind 
the first moving wall and after you 
shoot a hole in the cave wall above 
the rock. 

Mission 8: Drop down into the highest 
crater and revisit the hall found in 
Mission 2: For some nice surprises. 
Mission 9: At the moving walls go 
straight, then down, then straight 
and blast a hole in the end of the 
tunnel for some extra ammo. 


Operation Area 4 

Mission 1: Shoot gate number three 
to collect some more extras. 

Mission 6: In the room with the 
descending ceiling, there is a secret 
passage to the right. 

Mission 8: Shoot the wall by the ramp 
next to the left generator to get a 
few power-ups. 

Mission 9: Some of the walls hide secret 


-rooms. Start shooting to find them. 


Operation Area 5 

Mission 1: Kill the two friendly 
helicopters after they help you. 
Mission 2: Under the rock bridge is an 
entrance to a secret room. 

Mission 3: Check out the area where 
the tanks are coming from. 

Mission 10: A the beginning of the 
mission, fly to the right just outside 
the tunnel for some extras. 


Operation Area 6 

Mission 4: Follow the ice path to a 
cave that hides some extras. 
Mission 6: Find the bridge on your 
radar and then go up to collect 
your bonus. 


Mission 7: Shoot the right corner of 
the large building for help in 
defeating the final boss. 


Network Play 

Use the name HAMMER when you 
begin a network game. You'll be able 
to use a unique series of pre- 
recorded messages. 


The Cheats 

Type ‘oh dear’ over the main menu 
to activate the ALT1 to ALTO cheats 
as follows: 


ALT1- Full ammo 
ALT2- Upgrade current weapon 
ALT3- Full energy 
ALT4- Indestructible 
ALT5- wow!!! 
ALT6- Mission completed 
ALT7- Deactivate enemies 
ALT8- Heli-mode 
ALT9- Tank-mode 
ALTO- Speeeee 
G-Police 


Type in the following at the main 
menu screen: 


DOOBIES - Infinite Shields 
MRTICKY - Infinite Weapons 
BENIHILL - Benny Hill-style cars 
STATTOE - In-game info 


Level Codes 


1 MADGAV 
2 DOLMAN 
3 SONAGAV 
4 ACEDUF 
5 JOJOGUN 
6 WENSKI 
7 SAEGGY 
8 MAZMAN 
9 DAZMAN 
10 DELUCS 
11 ANDOOOO 
12 KIMBCHS 
13 ANDYMAC 
14 YERMAN 
15 OLLIEB 
16 THEYOLK 
17 TONYMASH 
18 ANDYCROW 
19 BIONIC 
20 TSLATER 
21 TAINTHOD 
22 JONRITZ 
23 CLAIREC 
24 STEVEBOT 
25 ANGUSF 
26 EUANLEC 
27 EDFIRE 
28 STUBOMB 
29 THONBOY 


30 JIMMAC 
31 PUGGER 
32 ROSSCO 
33 CAKEBOY 
34 NIKNAK 
35 SAGLORD 


At the menu enter these for 


some fun: 

woowoo - Havoc Siren 
SUPACAM - Enemy FallCam 
PANTALON - All Secret missions 


(in Training menu) 


Grand Theft Auto 


Change your name to any of the 
following for the desired result: 


itsgallus - Access to all the levels 
jamthelaw - No police around 
itstantrum - Unlimited lives 


suckmyrocket — All weapons and armour 
itcouldbeyou - 999,999,999 points 


At the character selction screen press 
Delete to change the character's 
name. Type in ‘nineinarow’ and this 
will give you access to all the levels 
(like the one above). Also, typing in 
'callmenigel will allow you to get all 
the weapons each time you die and 
restart by pressing Shift and 8. 


When saving enter the following for a 
couple of useful bonuses: 


By a playstation - 
God mode. 

World of fish - 
access any level. 


Holiday Island 


If you're dream getaway island is 
turning in to a nightmare, then try 
the following cheat which will give 
you all the money you could possibly 
need. Simply press and hold Ctrl, 
Shift, Alt and G to get a whopping $4 
billion deposited in to the bank. 


you got it, it 


you will be able t 


Hexen 2 
Press the ~ key to get to the console 
and then type in any of these cheats: 


God- Toggle God mode On and Off 
Give 2 - Gives weapon 2 
Give 3 - Gives weapon 3 
Give 4 – Gives weapon 4 
Notarget - Toggles On an 


whether the enemies can see you 
Changelevel X - Changes 
(Replace X with the level name) 
Restart – Restarts the level 
These should help you complete 
the game. 
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Type in the following at the main 
menu screen and you'll hear a 
signal letting you know the cheat 
has been activated: 


BANARNE - High cars 
SKUNK - See only wheels 
FILMJOLK - Ignition on acid 
SURMULE - Get all options, and all 

the tracks 
SVINPOLE - Extreme close up 
SLASKTRATT – Get super cars 


Type in any of these cheats at the 
main menu screen and you'll hear a 
noise which signals that the cheat 
has been activated. Type the cheat in 
again to turn it off. 


Banarne - Big cars 
Skunk - Just wheels! 
Svinpole - Extreme close-up 
Filmjolk - Psychedelic 
Slasktratt - Get all the cars 
Surmule – Get all the tracks 


Jedi Knight: Dark Forces 2 


If the force isn't quite with you, 
type 't' to go to the command 
console and simply enter any of the 
codes listed; 


KILL - Kill yourself 
RED5 - All weapons 
BACTAME - Full health 
WAMPRAT - All items 
IAMYODA - Light force master 
SITHLORD - Dark force master 
YODAJAMMIES - Full force 
ERIAMJH - Fly mode 
THEREISNOTRY - Next level 
RACCOONKING - Both light and dark 

force powers 
DEEZNUTS - Next force level 
JEDIWANNABE ON - God mode 


little Big Adventure 2 


A simple, but extremely useful cheat 
this one. Hold down the Shift key 
and type TWINSEN'S BACK to get 
infinite amounts of everything. 


On the first island, where you start, go to 
the top of the hill where the ruins of the 
old citadel are and there is a cow there. 
Walk to the rear end of the cow and hold 
down the % key, now press and hold the 
arrow key for forwards and infinite clover 
leaves pop out of the cow! 

So now you know where to go for 
extra lives if you need them. 


Press F1 (Help screen) before 
typing these in (so you won't hit an 
already defined key). 
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Then press ESC or enter to 
retrun to game. 


Codes for ALL of the Patches: 


ineedabiggun – Super Chain Gun 
power-up 

holokurtisfun - Dummy power-up 

nastyshotthanks – Homing 

sniper grenade 

tornadoaway – Twister power-up 

iliketolob – Mortar power-up 


kill - suicide! 
4860k - Allow 486 machines to run 


For un-patched final North 
American executable: 


makemefull – Health 
masterblaster – Gatt power-up 
twistandshout - Twister power-up 


biggrenade - Homing sniper grenade 
486willbeslow - Allow 486 machines 
to run 


For European Version 
(Should work for No Blood German 


versions as well): 


healme - Health 


ineedabiggun - Gatt power-up 
tornadoaway – Twister power-up 
holokurtisfun – Dummy power-up 
4860kbyme - Allow 486 machines 
to run 


During play, hit the Esc key and then 
type in ‘Dougmatic’ This will return 
you to the game. Press the Esc key 
again and type in whichever of these 
cheats you like: 


Protectme - Immortality 
Moveme - Level skip 
AGENTJ - Play Will Smith 
AGENTK - Play Kevin Cunningham 
AGENTL - Play Laurel 


HQ - MIB Secret Headquarters 


Myth 

If you're stuck on this brute of a 
game, then hold down the Spacebar 
whilst selecting new game and 
you'll be able to select any level 
you like. Alternatively, during a 
level, hold down Ctrl and press the 
* key and you'll be taken straight to 
the next level. 


NBA live 98 


For this selection of secret teams 
first click on the Rosters option and 
then choose Create Custom Team. 


Enter the following names as custom 
team names and you'll have the 
hidden teams: 


EA Europals 
Hitmen AllSorts 
Hitmen Coders 
Hitmen Earplugs 
Hitmen Idlers 
Hitmen Pixels 
QA Campers 

QA DBuggers 
QA Test-tubes 
TNT Blasters 


Need For Speed ЇЇ 


Special Edition 
At the main menu screen, enter the 
following codes: 


BOMBER - A 50s-type chevy 
TOMBSTONE - Daytona car 
FZR2000 - Futuristic car 
RUSHHOUR - More traffic 


Here's a couple of extra cheats for 
Need For Speed II Special Edition 
courtesy of Mandeep Sidhu. Type the 
following in on the main menu screen: 


Slot - Turns your vehicle into 
clot car 
Hollywood - Bonus track 


Mandeep also sent in the following 
codes for Carmageddon: 


Givemelard – Lots of money 
Spamspamspamspam - Pedestrians 
glued to the ground 


Superhoops - Explosive pedestrians 
Ihavesomespam - Lunar gravity 
Mooseontheloose – Pinball mode 
Buyournextgame - Jelly suspension 
Ilovenobby - Shows pedestrians on 
the map 

Russformario – Electro-bastard ray 
Hamstersex – Blind pedestrians 
Naughtytorty – Pedestrian 
respawned 


Boysfromthebush - Grip-o-matic tyres 
Tramsaresuper - Pedestrian harvester 
Rabbitdreamer - Wild gravity 


NHL Breakaway 98 


Follow these simple instructions 
to get a player with 99 ratings 
all around: 


1 Create a player called Kelly Ryan 

2 Set his weight to 150 

3 Set his position as a forward 

4 Set his jersey number to 1 

Now exit and then re-enter the ‘create 


player’ mode and he will have 99 
ratings for everything. 


Nuclear Strike 

Here’s a selection of level codes 
which should help you through this 
arduous game: 


JUNGLEWAR 
BUCCANEER 
HAMMERHEAD 
DETONATE 
AFTERSHOCK 
BLITZKRIEG 
CHESSPIECE 
NOMANSLAND 
BASTILLE 
LIGHTNING 
UNLEADED 
GUNSRUS 
CHAINMAIL 
ONETWO 
APACHELITE 
EAGLEEYE 
CROSSEYED 
OLDSCHOOL 
SURFIN 
SHARK BAIT 
MAD BOMBER 
CHEESYPOOF 
MPH 
PHOENIX 
AVENGER 
WARRIOR 


Dutlaws 


A keen reader, John Howson sent in 
these cheats for Outlaws, we thought 
it would be criminal not print them. 


OLJACKPOT - Add items to inventory 


OLPOSTAL – Gives all weapons 
OLASH - Gives full ammo 
OLCDS - Gives super map 
OLGUSHER - Unlimited oil 


Level codes: 
OLTRAIN 
OLMILLS 
OLRANCH 
OLCANYON 
OLTOWN 


Pastal 


If you're struggling to overcome the 
army of enemies within the game, try 
a few of these cheats: 


Sternomat – Napalm 
Thebestgun - Auto-shotgun 
Dawholeenchilada - Grenades, 
missiles, napalm, and flame-thrower 
Thereisnoplacelikeoz — Skip level 
Thickskin - Armor 


Hesstillgood - Brings you back to life 
Tamsolame - Invincibility 
CROTCHBOMB - No, it doesn't make 
the guy's groin blow up, you get a 
full set of mines. 

FIREHURLER - Fry your enemies 
with this lovely flame-thrower and 
fuel canister 

EXPLODARAMA - just what it sounds 
like, you get explosive weapons and 
full ammo 

FLAMENSTEIN - you get all fire-based 
weapons and full ammo 


TITANIII - you get missile launcher 
and full missiles. 

CARRYMORE get backpack 
(2x ammo) 


LOBITFAR - get full amount of 
grenades and petrol bombs. 


HEALTHFUL - gives 100 health 
SHELLFEST - nice auto shotgun 
CHTPOS - kevlar vest and health 
Quake 1! 


Congratulations to Jamie Evans in 
London who wins himself a free game 
for these handy Quake II codes. 
Simply enter these codes at the 
command prompt (~) 


GOD God Mode 
NOTARGET No Target Mode 


NOCLIP No Clipping 
GIVE ALL All Items 
GIVE JACKETARMOR Jacket Armor 
GIVE BLASTER Blaster 
GIVE SHOTGUN Shotgun 


GIVE SSHOTGUN 
GIVE MACHINEGUN 


Super Shotgun 
Machine gun 


GIVE GRENADELAUNCHER Grenade 
Launcher 

GIVE ROCKETLAUNCHER Rocket 
Launcher 

GIVE SHELLS . Shells 
GIVE BULLETS Bullets 
GIVE GRENADES Grenades 
GIVE ROCKETS Rockets 
GIVE SLUGS Slugs 
GIVE MINES Mines 
GIVE NUKE Nuke 
GIVE QUAD Quad Damage 
GIVE REBREATHER Rebreather 


Redneck Rampage 

There’s a number of cheats for this 
game all of which can be typed in at 
any point during the game: 


BUBBA - An aiming site 
RDALL - Have all keys, ammo, 
health etc. 

RDBETA - Message ‘Eat me!” 
RDELVIS - Message ‘Elvis Lives!” 
RDGUNS - Get all guns 


RINVENTORY - Get all inventory 
RDKEYS — Get all keys 
Rise Of The Triad 


Select a new game and when ‘The 
Hunt Begins' has loaded up and you 
are standing in front of the Heat- 
Seeker, bash in these cheat codes: 


DIPSTICK - Enable cheats 
CHOJIN - — Woundless with weapons 
HUNTPACK – Outfit player 
RIDE - Missile cam 
TOOSAD - God Mode 
SEEYA - God mode as well 
LONDON - Fog on 
NODNOL - Fog off 
BOING - Elasto mode 
BADTRIP - Shrooms mode 
FLYBOY - Mercury mode 
GOTO - Level select 
JOHNWOO - Extra pistol 
PLUGEM - MP40 
VANILLA - Bazooka 
HOTTIMES - Heat-Seeker 
BOOZE - Drunk missile 
FIREBOMB - Firebomb 
BONES - Flamewall 
SIXTOYS - All items 
SHOOTME - Bulletproof armor 
BURNME - Asbestos armor 
LUNGDUNG - Gas mask 
GOOBERS - Restart episode 
REEN - Restart level 
GOARCH - Skip level 
PANIC - Loose weapons 
86ME - Suicide 
MAESTRO - Jukebox 
CARTIER - Reveal map 


Screamer Rally 
Type the following cheat codes in on 
the main screen: 


TRAMO - All tracks 
CARBO - Hidden car 
LEALL - All leagues 
Shadow Warrior 


Try these codes and kick some ass: 


SWGREED - God mode with all items, 
ammo and weapons 


SWCHAN - Press J to fly 
SWGIMME – All items added 
to inventory 
SWTREKxx – Warp to any level 
(xx being the number of the level) 
SWGHOST - Clipping 
SWMAP - Automap 
Star Irek: 
Star Fleet Academy 


If you want to be able to fire whilst 
still cloaked, try activating the 


cloaking device and then go to red 
alert status. As long as you get red 
alert activated before the ship 
disappears, you'll now be able to 
fire whilst cloaked. 


TOGA Touring Car 


Enter your name as one of 
the following: 


CMGARAGE - Two extra cars 
CMTOON - Cartoon sky 
CMCOPTER – Chopper view 


Tomb Raider 11 


Level Skip 

Hold a flare in your hand, hold Down 
and Shift, the press Forwards, Backwards 
and turn around three time before 
jumping forwards. 


All the Weapons - As above, but jump 
backwards instead of forwards. 


Total Annihilation 


Press enter to get to the message 
screen and then press + followed by 
typing in one of the following codes 
(remembering to press enter again 
afterwards to activate it): 


ATM - 
by 1000 
Radar - Acts like 100% radar coverage 
DoubleShot - Two times damage of all 

weapon fire across board 
NowISee - Exposes map and turn 
line-of-sight off 


Increase metal and energy 


Turok: Dinosaur Hunter 


Go to the main menu and enter 


REview 


any of the following codes under 
the Enter Cheat option: 


THSSLKSCL – God mode 
CMGTSMMGGTS — All weapons 
BLLTSRRFRND - Unlimited weapons 
FRTHSTHTTRLSCK – Infinite lives 
RBNSMITH - Big heads, 
invincibility, all weapons, 
unlimited ammo and credits 
SNFFRR - Disco mode 

DLKTDR - Wireframe mode 
THBST - Gallery 

FDTHMGS - Credits 


Uprising 
Type these in during the game for the 
relevant effect: 


Mo money - Extra Troops 
Way mo money - Extra Power-ups 
Wipeout 2097 


Edward Hale sent us some useful tips 
for Wipeout 2097. 1f you type RUSH 
on the title screen and then at the 
main menu type: 


xteam - enables the piranha team 
xclass - ^ enables the phantom class 
xtrack - get all tracks 


If you pause during a race and 
then type in these: 


Psymega - Infinite weapons 
Psyprotect - Infinite energy 
Psyrapid - get the machine gun 


Next month we witness the return of two of the all-time gaming classics when we take a look 
at the sequels to Dune 2 and M1 Tank Platoon. 


ULTIMATE PE | issue TWO | MAY 1998 


he real-time wargame genre exploded on to the gaming scene with the 
Ge arrival of Command and Conquer, but it was Westwood's Dune 2 that 
first started it all back in 1992. And now it's back! We'll be revealing all about this 
exciting sequel, Dune 2000, next month when we take a first look at how work is 
coming along and take a trip down memory lane as we remember the landmark 
title that spawned one of the most popular gaming genres ever. We'll also be 
taking an in-depth look at Microprose’s sequel to the Amiga-hit, M1 Tank Platoon. 
The June issue of Ultimate PC will also feature a full review of Ubisoft's 
promising Redline Racer and Core’s conversion of the PlayStation hit, Fighting 
Force. Let's not forget the Ultimate CD either, which will be fronting several 
playable demos, including Acclaim's Forsaken. So, be sure you're back next month 
for another exciting and jam-packed issue. 


EMIL: Issue three 
pr On sale May 19th 
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A The world’s*biggest 
м UFO magazine 
@ exposes more 
amazing UFO 
cover-ups! 


Out Now! 


What you don’t know - may hurt you... 


